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PKEFACE.

A Book containing all that is necessary to initiate be-

ginners into the mysteries of Card Games will here, I

trust, be found. Many are the treatises on Whist ; but,

their number notwithstanding, there still appears to be

room for the Card Players' Manual. In it I have en-

deavoured to explain all the most popular of the games

now played—from Whist the profound, to' Napoleon the

risky and Speculation the social.

The Treatises on Whist, Loo, and Cribbage, together

with the chapters on Ecarte, Pope Joan, &c, are re-

printed, with some important alterations, from my previous

editions. The chapters on Bezique, Drole, Napoleon,

Euchre, and some of the Bound Games are now intro-

duced for the first time. Whist, the King of Card

Games, remains in much the same state in which it was

left by " Edmond Hoyle, Gent," more than a hundred

years ago. Except that the old game has been cut in

two, no great improvements have been introduced into

its practice since the issue of the " New Laws of Whist,
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as played at White's, at Saunders's Chocolate House,

&c," in 1760. Piquet, now seldom played, has been

unaltered from the time Hoyle published his Short

Treatise, directing, " with moral Certainty, how to dis-

card any Hand to Advantage, by shewing the Chances of

taking any one, two, three, four, or five certain Cards ;'*'

and Quadrille, despite some recent efforts to revive it,

may be reckoned among the lost arts of the card-table.

In these days of railroads and telegraphs, card-players

find scant leisure for elaborate calculations and slow

ponderings on the doctrine of chances ; but prefer the

rapid progress of Short Whist and the lively surprises

of Bezique. In like manner, Vingt-et-un and Napoleon

have assumed the places once held by Pope Joan and

Reversis. I have thought it well, however, to include

in this volume many of the old-fashioned Card Games

—

in the hope and belief that they will be welcomed by all

my old readers and hosts of new ones.

BAWDON CBAWLEY,
Captain Unattached.

Megatherium Club,

Eve of St. Leger, 1876.
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WHIST:

THEORY AND PRACTICE.

CHAPTEE L

INTRODUCTORY.

Behold four Kings in Majesty revered,

With hoary whiskers and a forky beard,

And four lair Queens, whose hands sustain a flower,

The expressive emblem of their softer power :

Four Knaves in garbs succinct, a trusty band,

Caps on their heads, and halberts in the hand;
-And parti-coloured troops, a shining train,

Draw forth to combat on the velvet plain.

The Rape of the Loch.—Pope.

Christmas Eve, of all eves in the year, is the time

for fun and merriment; singing, dancing, and acting cha-

rades for the juniors—cards and conversation, toasts,

sentiments, and good old-fashioned stories for the seniors

of the family. The day preceding Christmas is a good day

on which to commence any important transaction : to wit,

jotting down in your memory the names of the friends to

whom you mean to make Christmas and New Year's

presents; putting a comfortable fifty in the left-hand pocket

of your pegtops to be distributed on boxing-day amongst
the most deserving of your poor neighbours and depen-

dents ; looking over your banker's book with a view to a
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little extra expenditure during the holidays, in order to

make the young people happy and comfortable; assisting a

poor relation to a substantial loan without interest, and
other matters of that jovial character. Christmas time

being a sort of starting point for the year before us, and
card-playing being one of its good old-established customs,

I esteem myself lucky in being able to bring out my
treatise on Whist, the best game on the cards, on so aus-

picious an anniversary.

It is not my intention to trace the origin of cards;

therefore I say nothing of the fable which attributes their

invention to a French Abbe, in order to cure the melan-

choly of the Mad King, Charles the Sixth. I do not put

much faith in the story as to the distribution of the pack
into four suits or colours ; therefore I pass by the notion

that they were designed to represent the four conditions

of man : the gens de chceur—gentlemen of the choir, or

ecclesiastics, known by us as Hearts; the nobles or esjmdas

who wore swords or pikes, and which we call Spades;

the trefles (or trefoils) which represented the husbandman,
and which we call Clubs ; and the citizen class {c,arreaux

y

or square caps) now universally designated Diamonds.

Nor do I think it necessary to do more than simply refer

to the French notion that the four kings represent David,

Alexander, Caesar, and Charles, the monarchies of the He-
brews, Greeks, Eomans, and Franks under Charlemagne;

nor is it necessary that I should give in my adhesion to the

notion that the four queens—Argine, Esther, Judith, and

Pallas—are the types of good birth, piety, fortitude, and

wisdom; or that by the knaves, are meant real proper

knights, because the French call them by the historical

names of Hogier and Lahire, or merely esquires or servants.

.These matters are really of no importance now-a-days; so

I pass them by.

As to the origin of our famous game of Whist, a

worthy French writer says :

—

Ci
It is well known that the

lords of the three kingdoms, after having declaimed all

day and a portion of every night in parliament, on affairs
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of state, found it necessary to invent a mute game, in

order to rest their weary tongues—and hence we have

wimtr
The date of the game's first appearance is not certainly

known; but it must have been commonly played two

hundred years ago, since we find frequent mention made

of it by writers in the early part of the seventeenth cen-

tury. " Paiff, Honours, and Whist," says Cotton, writing

in 1G80, "are games so well known in England, in all

parts thereof, that every child of eight years old hath . a

competent knowledge of that [which?] recreation—these

games differing little from one another." Swift alludes to

Whist and Backgammon as proper games for clergymen ;

Thomson tells us that Whist was patronized by squires

and gentlemen, and Pope, in one of his epistles to Martha

Blount, says :

—

; Some squire perhaps, you take delight to rack,

AY hose game is Whist—whose drink, a toast in sack?

"Whose laughs are hearty, though his jests are coarse,

Who loves you best of all things—but his horse."

But whensoever and by whomsoever invented, Whist

is by all card players, acknowledged to be the king of

games. Unlike most other card games, it presents great

scope for the exercise of judgment, memory, skill, and
good temper. In variety it yields to none, and in scientific

calculation it is superior to any. • It is not a game deter-

minable by chance alone, for a single error or miscalcula-

tion is sufficient to overthrow the apparently most certain

triumph. In a word, Whist is a game for ladies and
gentlemen, rather than for snobs and servants.

Before I enter on an explanation of the mysteries of

my favourite game there is yet something more to say.

The first writer on Whist is brave old Hoyle, whose trea-

tise, published in 1743, is, and must be, the text book
to which all subsequent annotators refer. Times have

changed since our author gave lessons on the game at a

guinea each, for now the most elaborate disquisitions on
its peculiarities may be purchased at half-a-erown. Before
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Hoyle's time the game was probably played without any
strict regard to rules ; but since the appearance of his

treatise certain known principles have been universally

recognized by English and continental players. Early in

the present century Mr. Mathews, of Bath, published his

" Advice to Young Whist-players," which was to a certain

extent a commentary or disquisition on Hoyle. It ran

through several editions, and was for many years considered

the standard work. The introduction of Short Whist,

however, robbed Mr. Mathews of some of his honours

;

and since then various writers of greater or less au-

thority have brought out works explanatory of the game.

Of modern authors, Deschapelles and Carleton may be

considered the best. May I hope that in future the name
of Captain Crawley will be united to theirs, when lords and
gentlemen quote the titles of Books of Games ?

In my next chapter I shall enter fully into the mysteries

of the game of Whist. Eor the present I must be allowed

to merely hint at a few of the qualifications of a good
player. Imprimis, he (or she) must keep, a strict guard

on his (or her) temper. A bad-tempered man cannot play

at Whist. Next, let the student make himself thoroughly

acquainted with the plain rules of the game, and before

he plays endeavour to conquer the principles of the game.

When he has mastered its theory he may begin to practise.

When he has acquired sufficient knowledge to- play a re-

spectable game, learned how to follow his partner's lead

and avoid the error of trumping his best card ; when he

can be sure he will not make a revoke, or throw away
a last card in a suit unnecessarily—then he may enter

upon the more intricate combinations, and think for him-

self when the rules laid down for his guidance may be

safely followed or neglected. I presume (for the nonce)

that I am writing for amateurs ; therefore I may tell them
that Whist is an amazing trier of patience, and that only

he who can absolutely conquer its difficulties, can hope

to become a good player. It is necessary to have a " cal-

culating head " in order to excel ; reflection and memory
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are the two great qualities at Whist. Four good players

know, almost to a certainty, where every card is placed

after the second or third round. Two amateurs against

two players stand not much more chance than if their

cards were laid face upwards on the table. Whist is to

be played in silence ; it is not a conversation game. Study

and practice are necessary before the finesse of the game
can be fully acquired. Indocti discant, et ament meminisse

periti. Or, in plain English, from these lessons let the

unskilful learn, and let the learned improve their recollec-

tions.
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CHAPTEE II.

PEELIMIXAKY INSTRUCTIONS.

The Baron now his Diamonds pours apace,

The embroidered King, who shows but half his face,

And his refulgent Queen, with powers combined,
Of broken troops, an easy conquest find.

Clubs, Diamonds, Hearts, in wild disorder seen,

With throngs promiscuous strew the level green.

Pope.

e only way to thoroughly master any art or science is

to begin at the beginning. On the presumption, there-

fore, that some of my readers may know little or nothing

of the game of Whist, I proceed to conduct them over

that pons asinorum, known as the First Lesson.

The game of Whist, then, is played by four persons,

with a full pack of fifty-two cards. The four persons are

divided into partners, two and two. This division is

usually settled at the commencement of the sitting by
cutting or drawing (lie cards, the two highest playing the

two lowest. The partners sit opposite each other on

either side of the table, and cut for deal; the player

cutting the lowest card deals, but it is usual in modem
play to give the deal to the lowest card shown in cutting

for partners. Previously to the cards being dealt the

pack is shuffled <for "made" by the elder hand, and cut

by the younger ; the undermost card in the pack thus

shuffled and cut being the trump. The pack is then

dealt out card by card to each player, beginning with the

left, the elder hand, till the whole are distributed. The
last card, the trump, is Hum thrown on the table, face

upwards, and so remains till the first trick is turned, when
it is taken up by the dealer and added to his hand.

The cards being dealt, each player takes up his thirteen

cards and arranges them into suits ; that is to say, place*
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eacli kind of card with its fellows, the hearts, diamonds,

spades, and clubs, by themselves, so that they may be

readily selected when required. The elder hand—th.Q

player on the left of the dealer, be it remembered—now
leads or plays a card; his left-hand neighbour follows,

then his partner, and lastly, his right-hand adversary.

The highest card in the suit, or a trump, wins the trick,

which is then taken up and placed by itself. The winner

of the trick then plays another card, and so the game
proceeds till the whole thirteen tricks are played, and the

hand is finished.

The cards are then again shuffled and cut, and the

second deal commences, the player on the left of the last

dealer taking the deal, and his left-hand player becoming
the elder hand. In this way the deal goes round till the

game is completed. It is usual for each player to take

the deal in turn, though in some companies they cut for

deal at the commencement of every game.

The value or rank of the cards in Whist is as follows

:

The ace is the highest card in each suit, then the king,

queen, knave, ten, and so on, down to the two (deuce- or

deux), which is the lowest.

It is usual for the partner of the player who wins the

first trick to take it up and keep the score; and, for

convenience sake, he commonly keeps the score throughout

the sitting. The game is reckoned thus :—In LongWhist,
which we are now considering, each trick above six reckons

one point towards the game, which consists of ten tricks.

Now, with regard to the way in which the tricks are

won. Each player must follow suit, if he can, or he sub-

jects himself to the penalty of a revoke, of which more
presently. But if he be not able to follow suit, he may
play a trump, and so win the trick, or throw away any
small card of another suit, which is called renouncing.

The ace, king, queen, and knave of trumps are called

honours, and they reckon each a point towards the game,
independent of the tricks. Thus : the partners holding

between them three honours, score two to their game ; if
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they hold the whole four, of course they score them ; but

if each player hold one honour only, or if each side hold

two honours each, no score can be counted, and honours

are said to be divided. As already explained, ten tricks are

game. But if either party score nine tricks they are not

allowed to count honours, even though they may hold the

whole four. The side holding eight tricks has the pri-

vilege of what is known as the call ; that is, the player

having two honours may

—

when it comes to his turn to

play, and not before—ask his partner, "Can you one?"
or, " Have you an honour?" If he have, he assents, and
the three honours are shown, and the game won. Of
course, the player at eight points may show the three ho-

nours in his own hand if he has them. At nine points,

honours do not count ; at eight, honours, if shown, count

before tricks ; but at seven or six, tricks count before

honours. It is usual among Whist-players to reckon the

games in this way : A single game is won by one point

or more points against a less number ; a double is won by
either side scoring ten points before their adversaries have

scored five, and a triple, or lurch, (seldom played nowa-
days) is when either side scores ten points to love or

nothing. A rubber is the best two games of three.

POINTS OF A EUBBER.

t
A single, 1 point ; a double, 2 points ; and the nth,

2 points. Thus it will be seen that, in playing for points,

it is possible for either side to win five points—one for

the single, two for the double, and two for the rub.

When triplets are allowed, eight points may be gained

in a single rubber. I have often seen Whist played in

the clubs at £5 games, and guinea points ; but I do not

approve of such high stakes, for then the game de-

generates into mere gambling, which is detestable. As
Whist is a really scientific game, very small stakes, or

none at all, need only be played for.

When the whole thirteen tricks have been gained in one

hand, it is called a slam. In some companies the slam is
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considered equivalent to a full rubber; but this must
always depend on the practice of the table.

A lurch is, at some tables, reckoned equivalent to three

points. This also is a matter of private arrangement.

The go in s of the game are usually marked on the table

witirfour counters. The simplest method I am acquainted

with is this :

—

1, 2, S,

O 00 000

o

The principle of this method of keeping the score is, that

the unit above counts for three, and below, for five.

Yarious ingenious little instruments have been invented

to serve as Whist Markers, but I know of none superior

to the four coins—except indeed GoodalVs Marker, which
is first rate.

EXPLANATION OF TEEMS USED IN WHIST.

Shuffling.—Mixing the cards ; this is done previous to

every new deal.

Blue Peter.—A signal for trumps, explained in a sub-

sequent page.

Cutting.—One player lifts a few cards from the pack

and places them on the table ; the lower heap is then

placed on the top.. In cutting for partners or deal, each

party lifts a few cards and shows the undermost one of his

lot. To save trouble, it is common either to deal a card

to each player or to throw the pack on the table, face

downwards, and let each player select one.

Dealing.—Distributing the cards face downwards.

Double.—Scoring ten before your adversaries have

marked five at Long Whist. Or five before three in Short

Whist.

Faced Card.—One with its face upwards, so as to be

seen. When a card is faced, it is usual to have a fresh

deal ; if demanded by the opposite side.
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Hand.—The number of card's belonging to each player.
Elder hand.—The person who leads. At starting, the

player to the left of the dealer.

King Card.—Highest remaining card of a suit.

Trick.—The four cards played in a single round.
Trump.—The last card dealt, and which always belongs

to the dealer. All the cards of this suit are then trumps
for that round.

Suits.—The four orders of cards, thirteen to each, viz.,

hearts and diamonds (red) ; spades and clubs (black). If

a trump card is played, it is called trumping the suit.

Renounce,—Playing a card of another suit to that

led ; not a trump.

Ruff.—Trumping a renounced suit.

Revoking.—Trumping, by mistake or design, when you
can follow suit. The penalty for a revoke is the loss of

three tricks, which may be claimed at any time during the

deal, but not afterwards.

Finessing.—Endeavouring to gain an advantage by con-

cealing your hand. Thus, a third player possessing the

best, and the third-best card of a suit led, plays the latter,,

and risks his adversary having the second-best. If the

last player does not win the trick, the third player, sure

of making his best card, wins a trick.

Forcing.—Playing a suit in which your partner or

adversary has none, thus forcing the latter to trump or

pass the trick.

Long Trump.—The possession of one or more trumps,

when all the rest are played.

Love.—No score having been made in the game.

Loose Card.—A card of no value, and which may,

therefore, be thrown on a trick won or lost.

Larch.— (At Long Whist), not saving the double

Points.—The number of tricks that constitute the game

or rubber.

Sequence.—Three or more cards in consecutive order or

Value—as ace, king, queen; seven, eight, nine, ten, &c.

Single.—Scoring the ten tricks at Long Whist after your
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adversaries have scored five. At Short Whist after they

have scored four.

Slam.—Winning every trick in the round.

Bumber.—A rubber of full points—five at Long Whist,

eight at Short Whist. That is, winning two games in

succession before your adversaries have scored.

Quarte.—The four successive cards in any suite. Ace,

king, queen, knave, constitute what is called Quarte-major.

Quint.—Five successive cards of a suit.

Rubber.—The best of three games.

See-saw, is when each partner trumps a suit, and they

play those cards which allow each to use his trumps.

Tenace.—Being last player, and possessing the best

and third-best cards. Thus, if your adversary leads a

king, you are able to take it with your ace ; if he leads

a knave, you are able to take it with your queen ; and
you thus win two tricks.

Minor Tenace.—The second and fourth best of a suit.

Tramping Suit, is when the player, having no card of

the suit led, plays a trump.

Underplay.—Playing a deceptive game. For instance,

the elder hand playing a small card when ' he holds the

best in the suit.

We have now fairly given the Alphabet of the game.
Let the novice make himself fully acquainted with it,

and in a little while he will be able to take a hand at

Whist.

BOB SHORT S MAXIMS.

The following maxims for Whist may be easily com-
mitted to memory :

—

Lead from your strong suit, and be cautious how you
change suits ; and keep a commanding card to bring it in

again.

Lead through the strong suit and up to the weak, but
not in trumps, unless very strong in them.
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Lead the highest of a sequence ; but if you have a
quarte or cinque to a king, lead the lowest.

Lead through an honour, particularly if the game be
much against you.

Lead your best trump, if your adversaries be eight, and
you have no honour; but not if you have four tramps,

unless you have a sequence.

Lead a trump if you have four or five, or a strong hand

;

but not if weak.

Having ace, king, and two or three small cards, lead

-ace and king, if weak in trumps; but a small one if strong

in them.

If you have the last trump, with some winning cards,

and one losing card only, lead the losing card.

Return your partner's lead, not your adversary's ; and if

you have only three in the suit, play the best ; but you
need not return it immediately, when you win with the

king, queen, or knave, and have only small ones, or when
you hold a good sequence, have a strong suit, or have five

trumps.

Do not lead from ace queen or ace knave.

Do not lead an ace, unless you have a king.

Do not lead a thirteenth card, unless trumps be out.

Do not trump a thirteenth card, unless you be last

player, or want the lead.

Keep a small card to return your partner's lead.

Be cautious in trumping a card when strong in trumps,

particularly if you have a strong suit.

Having only a few small trumps, make them when you

can.

If your partner refuse to trump a suit, of which he

knows you have not the best, lead your best trump.

When you hold all the remaining trumps play one, and

then try to put the lead in your partner's hand.

Remember how many of each suit are out, and what is

the best card left in each hand.

Never force your partner if you are weak in trumps,

unless you have a renounce, or want the odd trick.
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When playing for the odd trick, be cautious of trumping

out, especially if your partner be likely to trump a suit

;

and make all the tricks you can early, and avoid finessing.

If you take a trick, and have a sequence, win it with the

lowest.

Eetain the turn-up card as long as you can.

Attend to the score; and, keep your temperI
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CHAPTEB III.

THE ACKNOWLEDGED RULES OF THE GAME.

The skilful nymph reviews her force with care

—

** Let Spades be trumps ! " she said, and trumps they were.

Pope.

Having given a brief general account of the game of

Whist, we will now, most intelligent of readers and most

studious of students, with your kind permission, descend

to particulars. Let no man flatter himself that he is an

adept at Whist till he has won and lost at least a hundred

games. " It is a great desideratum," says Deschapelles,
" that the game should be detailed in a definite, constant,

and uniform manner; but, at the same time, that its

principles should remain unchanged." There is no

disagreeing with this, though it mast be confessed that

the advice is given in a rather sententious manner—

a

manner common to great writers and Frenchmen. " Sir,"

said my Lord Bumptious to me one evening at the

Megatherium—his lordship rather affects the Johnsonian

style
—" Sir, Whist must be played in its integrity. A

knowledge of Whist, sir, is a great thing; there is a

community of mind in it. A thorough comprehension

. and polite practice of Whist is the parole of diplomatists

and gentlemen all over the world."

"Except at Whitechapel and Timbuctoo," whispered

young Charley Blathers to me, with a twinkle of his

grey eye, " where the barbarians play at Put, and score the

game with dead men's knuckle-bones."

His lordship, who has been attached to half the embas-
sies in Europe, and has played Whist at the Courts of

Vienna and Mecklenburg, double dummy, frowned at this



RULES OF THE GAME. 23

unseasonable interruption, and went on to give us young-
sters a few hints on the game, which I here, even at the

risk of repetition, embody under the head of

A FEW EASY KULES FOE AMATEURS.

When you have sorted your hand so as to place each

card of the four suits in their natural order, lead from the

strongest suit.

When you possess a good hand, it is policy to lead

through an honour—lead through the strong suit up to

the weak one.

With a fair hand and four or five trumps, it is well to

lead a trump. You will then see what sort of cards your
opponents hold.

If you hold sequences—three or four cards in consecutive

order—play your highest. If, for instance, you hold

queen, king, and ace, play the ace, and make the next

trick with your king.

If you hold ace and queen, it is as well to keep them
back till you see where the king lies. It is not good to

play an ace without you hold a king. The best lead in

that case is with a little one, when, if your partner has the

king, you win two tricks instead of one.

Be careful not to lead a thirteenth card, unless all the

trumps are out ; nor should you trump a thirteenth card,

unless you are last player. This, however, is only a
general rule. I hold it best to win a trick whenever I can

without prejudice to my partner's game.

It is a maxim always to be remembered, that the third

hand plays high, and heads the trick, if he can, because

this obliges the last player to expose his hand ; and even

if he win. the trick, you know that the next highest card

in the suit must make a trick.

Always endeavour to hold back a commanding card, in

order to bring your strong suit into play.

Follow your partner's lead, and not your adversary's.
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It may sometimes happen, however, that you will do well

to cross the game. But you must be careful by so doing

that you do not lead trumps when your partner is likely

to trump any particular suit.,

Never force your adversary with your best card, unless

you possess the next best.

When your partner leads, endeavour to keep the com-
mand in his hand. Your time is sure to come if you only

wait and watch.

With only a single card of a suit, it is, perhaps, well

to lead it, especially if you have two or three small

trumps, as then your partner can usually bring them into

play.
^

It is well for the dealer to keep the turn-up card in Ins

hand as long as he can, even if it be a small one. It may
be used advantageously in making a last trick. Never
neglect to make the odd trick, as upon that often depends

the game. If you have no honours, and your opponents

stand at eight, play your highest trump.

Be not rash in playing. Look well after the highest

card in the suit, and do not trump it if your partner has

led, without you feel certain that thefourthplayer will make
the trick with a trump ; in which case, either play a high

trump, or let the trick pass.

The state of your score must be your guide as to making
tricks. I consider eight better than nine, when your

opponents stand only at four or five, because you may
call honours next deal ; but if they are six or seven, I

should decidedly not throw away a trick to avoid getting

into the nine holes.

The above short rules may be very well committed to

memory, but they are by no means to be considered all

that you have to remember. A single chapter is too-

short for all the laws of the game ; nor would it be well

to encumber the student's memory with too much at a
time. I shall, therefore, conclude this lesson, my dear

pupils, with a batch of
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HINTS AND CAUTIONS.

And not only for amateurs, but also for old whist-

players, are the following maxims intended. They are

admitted as invariable and binding by the players at the

best clubs ; and even the Marquess de Queenace, who is

acknowledged to be supreme at the game, has been

obliged to conform to them.

First, then, lookers-on have no right to interfere, unless

appealed to ; and this I say in the face of two opinions,

directly contrary to each other. Mr. Watson, in his

admirable treatise on " Short Whist "—and the rule ap-

plies equally to all the Whist games—says, " Should a
trick be wrongly scored, or parties during play take up a

trick to which they are not entitled, or omit to scora

honours, or score them when they have them not, or make
a revoke which is not noticed, &c, the bystanders must
remain silent, whatever may be their interest therein."

Deschapelles, on the contrary, gives it as his opinion

that—" if any points be marked which have not been

gained, it is the duty of the bystanders to mention the

circumstance, and to have the error rectified." This last

is the French rule, and will not hold water in this "tight

little island." " I should like," observed my friend the

Eight Hon. Elphinstone Macer—to whom I mentioned

the discrepancy between the two authorities
—" I should

like to see any looker-on interfere with my game !"

A shown card, or one drawn completely from the player's

hand, may be called for and dealt with as a played card.

This, however, does not apply to a trump, which would
cause the player to make a revoke.

If the player announce his ability to win all the re-

maining tricks, the opposite players may insist on the

cards in both partners' hands being laid on the table, and
a card may be " called," or treated as an exposed card.

Each trick may then be played from the exposed hands.
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The lead is completed as soon as the second card is

played, and the first player has then no right to with-

draw his card and substitute another.

The game is finished and over when the score is made
up and the pack gathered together. After that no dis-

pute can be allowed to take place as to tricks, honours, or

revokes.

If a player throw up his cards and the next player do
so likewise, the hand is at an end. Deschapelles, how-

. ever, leaves this matter somewhat in doubt. " Our ex-

pressions/
3
he observes, " are sometimes designedly inde-

finite, because, upon reflection, having found it necessary

to be vague, we make a duty of necessity.
5

'(!) What does

the learned Frenchman mean by this confusion of terms ?

Most certainly the rule in England is as I have stated it.

None but the last player has any right to look at the

last trick. This rule, though not always enforced at

English c ttrd tables, is strictly in accordance with the

etiquette of Whist.

After the first trick is turned, and the trump card taken

into the dealer's hand, no player has any right to ask to

see it.

Any player is allowed to ask his partner " What are

trumps?
55

or to request him to "Draw his card,
55

or at

eight, to ask if he has an honour ; or to inquire if he can

follow suit; or to ask if there be not a revoke. But
these questions can only be asked when it is the ques-

tioner's turn to play.

No player is allowed to draw his own card unless re-

quired to do so by his partner.

No points can be marked after the second trick of the

following deal has been turned.

At eight points it is the privilege of the elder hand to

ask the younger, and not the younger the elder, whether

he has an honour.

The tricks should be placed in such order as will enable

the whole of the players to see them ; and thus many dis-

putes may be avoided.
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At eight points the player who has the lead may show
three honours and claim the game.

Honours shown after the lead, or at any point except

eight, may, and should, be treated as exposed cards.

In some companies a slam—that is, the winning of the

whole thirteen tricks in one hand—is equivalent to a

rubber. In the clubs, however, a " slam " is only rec-

koned as a rubber when the partners scoring the thirteen

tricks hold also the four honours.
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CHAPTEE IV.

THE ACKNOWLEDGED RULES OF THE GAME

{continued).

If Hercules and Lychas play at dice,

Which is the better man ] The greater throw
May turn by fortune from the weaker hand :

So is Alcides beaten by his page.

—

Shakspeare.

" The beginner at Whist," says the great Deschapelles,
" is not entirely destitute of some notion of the game.
First, lie has before his eyes his thirteen cards, the trump
card, and the position of the game; and again, he is

acquainted with the strength of the players, and has some
idea of a system of play. But these,advantages are trifling,

when compared with what remains to be learned, and with

those probabilities which arise from the fall of every card

as the round advances. To the indolent these advantages

will ever remain a hidden talent ; nor is it likely that

chance will improve them ; to the hesitating and doubtful,

as they do not appear in a sufficiently tangible form, they

will be lost in imagination and caprice ; but when placed

in the hands of the investigating and sagacious, they will

increase with study and practice ; they will grow with the

growth of genius, and at length invest it with a regular

and palpable system, which, gradually disengaging itself

from the obscure and probable, will at length be enabled

to draw inferences amounting to almost a positive cer-

tainty."

This fanfaronade, which is quoted by Mr. Carleton at

the commencement of his own admirable treatise on Whist,

may possibly convey information to some minds ; but I

confess, with my friend Charley Blathers, it smells very

much of the study, and very little of the card table.

" Nothing like practice and a retintive memory, me bye,"
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observed the Mulligan to me, when he chanced to call in

at my chambers, and kindly looked over my proofs, just

come damp from the printer. " Me princelee ancestors,

who were great carrd-players, as well as waarriors, have

left it as a maxim for all amathures at Whist that an

ounce of practice is worth a pound of theory." And so,

without further preface, I proceed with the game : and first

as to

CUTTING-IN FOR PARTNERS.

The ace is the lowest card in cutting. Not fewer than

four cards are considered a cut. The club rule is to have

two new packs of cards, and for each player to cut off a

certain number, when the two highest and the two lowest

become partners. In general society it is considered suffi-

cient to throw the cards, face downwards, on the table, and

let each player select one. If the two lowest or two
highest cards be a tie, the cards must be cut again by
the parties holding the tie, and so on through any number
of ties. Should a card be exposed, there must be a fresh

cut, the dealer having the option of shuffling them before

the next cut. After the pack is cut it cannot be changed
during that deal. All cutting in and cutting out must be

in pairs. Should other persons present wish to play, the

two who have been longest in, retire. It is usual in that

case to cut again for partners. The right-hand opponent
cuts the cards for the dealer.

THE DEAL.

Previous to the deal the cards must be shuffled. It has

been usual for either of the players to shuffle the pack, the

dealer having the privilege of shuffling last ; but this I

believe to be wrong. The practice in the clubs to which I

belong is that which is most in accordance with fairness

and good order : the player at the left hand of the dealer

shuffles, or "makes" the pack, the right-hand opponent
cuts them, and the dealer's partner has no business, and
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is not allowed, to touch the cards at all. But previous to

the cut, the dealer can, of course, shuffle the cards if he
choose: The cards must always be shuffled above, and
not on or below the table.

The cards must be dealt one at a time, beginning at the

left hand. Should the bottom card be exposed in cutting

or dealing, opponents can claim a fresh deal. Where it is

the habit of the players to bet on the trump, it should not

be exposed till the bets are completed.

A misdeal occurs under the following circumstances :

—

Where too many or too few cards are given to any one
player ; where the dealer looks at the bottom card before

the deal is completed ; where a card is shown ; where the

cards are dealt without being cut; where the pack is

faulty. In all cases, except the last, the deal is forfeited

and passes to the next player.

If the dealer suspect he has given a card too many to

either player, he may count the cards in his hand, but not

touch those on the table. He may then rectify a mistake

before another card is dealt. A faced card necessitates a

fresh deal, if demanded by either side.

There is no penalty for facing a card by accident, which

is not the trump, by any player other than the dealer.

Should any player deal out of turn, the deal must stand,

if it be completed and the trump card turned. In such

case the player passed over loses his deal. If the mistake

be discovered before the deal is completed, it must be

rectified.

It is the duty of the dealer's partner to gather up the

cards after each game, and place them at his right hand.

The deal is not lost through the faultiness of the cards,

but it is the duty of the first dealer to count the cards on

commencing a game.

The trump card must always be left on the table till

the first trick is turned, after which it is taken into the

dealer's hand. If left on the table after the first round,

it may be treated as an exposed card, and called for by

the opposite players.
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THE GAME.

It must be understood that the following laws are impe-

rative.

A card played out of turn can be called at any part of

the game.

No objection can be made to a lead out of turn after

the first card is played to the next trick.

Opponents have the privilege of either allowing a card

to remain that has been played by the wrong partner, or

they may insist on the right player leading, when the card

is treated as if it had been exposed.

Should a player play out of turn before his partner has

played a card, the opponents may call on him to play his

highest or lowest card of the suit led, or trump.

Should a player, after having won a trick, lead again

before his partner has laid down his card, the card so

played becomes an exposed card, and the other partner

may be called upon to win the trick, if he can.

It is allowable, when a player does not follow his part-

ner's lead or trump, for the latter to inquire whether he

holds any of the suit led.

If two cards have been played together, or if the player

play twice to the same trick, his opponent may select

which card shall be played to the trick, and the other may
be called, provided it does not cause a revoke. If the

trick be turned with five cards in it, a fresh deal may be

called.

All cards played out of turn are treated as exposed

cards, and must be left on the table if demanded by the

opposite players.

Before playing, the player may ask his partner to draw
his card

No pixyvt but he who won the last trick has a right to

look at it after it is turned.

Should the third player play before the second, the fourth

player has a right also to play before the second. Should
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a fourth player throw down a card before the second, or

third, either of them may insist on the fourth player's card

remaining, that they may win the trick if they can.

Should a card be trumped in error, the error may be

corrected before the trick is turned.

No player can transfer his cards to a nonplayer, with-

out the consent of the table.

New cards may be called for at any period of a rubber

before dealing. Of course this law applies more particu-

larly to club tables.

THE REVOKE.

I have already explained the nature of a revoke. Any
player may rectify his mistake, in playing a trump when
lie can follow suit, before the trick is turned ; but he may
be called upon to play his highest or lowest card of the

suit led, and the exposed card may be called.

The penalty for a revoke is three tricks.

The party claiming a revoke must search the tricks

before the cards are cut for the next deal.

If the players accused of making a revoke shuffle the

cards together so that the tricks cannot be examined,

they forfeit three tricks, as for a revoke.

The players against whom a revoke has been established,

cannot, under any circumstances, win a game in that hand.

The players making a revoke remain at nine, should

their score be ten or more after the three tricks have been

deducted.

In case of revokes on both sides, a fresh deal must be

called.

THE SCORE.

Long Whist consists of ten points—a point is scored for

each trick after six.

In reckoning, tricks count before honours, except at

eight, as already explained.

Four honours in one or both the partners' hands, count
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as four ; three, as two ; two honours on each side go for

nothing

—

honours are divided.

At the point of nine, honours do not count.

Honours cannot be counted unless they have been claimed

and scored before the succeeding deal is completed.

At eight, as already explained, the players having them
can show them and claim the game. No player is allowed

to call without holding two honours. Should a partner

neglect to answer the call of his partner at eight points,

tricks count first.

One partner should keep the score, but if both score and

any discrepancy arise between the scores, opponents may
select which score they please.

The rubber consists of two games of three.

Points are scored for tricks and honours. The game is

ten points. If either side score ten before their opponents

have scored five, they win a double : if the opposite have

scored five or more against ten, the latter win a single.

The whole thirteen tricks being won before the other side

have scored a trick is called a slam, and in some clubs is

equivalent to a rubber.

No points can be scored after the second trick of the

next deal has been scored.

A player scoring more than he is entitled to, is allowed

to correct his mistake at any time during the game. If

he score too few, the fault and penalty are his own. If a

player neglect to score his points, he loses them if another

game is commenced. In a former chapter I explained how
the score ought to be kept with counters. In my next

chapter I shall proceed to consider the proper mode of

playing each hand.
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CHAPTER Y.

FIRST HAND— THE LEAB.

Spadillo first, unconquerable lord !

Led off two eaptive trumps, and swept the board.

Pope.

It has been said by the accomplished Frenchman, Descha-

pelles—who, whatever else he did amiss, certainly played

well at Whist—that on the first card played depended the

success of that particular round, and sometimes, indeed,

the game itself. I cannot go quite so far as that, but it is

certain that a good lead

—

le premier pas qui coute—goes

very far to win the game. " The difference," says Descha-
pelles, " which exists between the beginning and end of

a game is incalculable. It sets out in ignorance and

obscurity, guided by instinct and chance, supported by
invention and talent. It finishes in experience, guided by
positive evidence, and supported by the light of mathema-
tical deduction." "A deal at Whist," he goes on to say,

" may be considered as a graduated scale of intelligence^

beginning with the inventor's faculty, and ending with

mathematical demonstration ; and we easily imagine that

his intellectual powers are not unemployed during its con-

struction. Every faculty of the mind is engaged in the

operation; every class of mental agency, and every shead

of intelligence is, in some degree, called into action ; and

the continual change in the faculty employed prevents too

laborious an exertion of intellect, keeps up excitement to-

the end, and produces the highest degree of pleasure !"

Our author then divides a deal of Whist into two parts,

and elaborately demonstrates each round till what he calls

the culminating point— the seventh or odd trick— is

achieved.

It is scarcely necessary that we should follow the
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learned professor through, his long and tedious disquisition

;

but just to show the spirit of his remarks, I venture upon

a further quotation. Hear him :
—" The leading of the

round should be preceded by reflection. Some time may
be found for the latter, an excuse for which may be made
in arranging the cards, and reviewing the strength of our

hand. This, of course, will not confuse the memory, that

great organ by which our game is regulated, because it is

not yet called into action. This interval will be well em-
ployed, as it will give an opportunity of laying down the

frame-work of that web whence all the threads of action

proceed, and from which an effect is to be produced. The
time thus spent in reflection will be well repaid, and the

sequel will yield most beneficial results ; for every second

thus employed will afterwards produce a ten-fold interest.

The cards will flow in such rapid succession from your

hand that your adversaries will be wholly unable to draw
any inductions from them injurious to your game ; and
your partner, excited by your calm and collected manner,

and attentively seconding your efforts, will feel inspired by
a spark of that feeling of concord which destroys all sepa-

rate existence, and makes us consider ourselves as parts

of a whole (!)—that feeling so instantaneous in its action,

so subtle in its essence, and productive of such mira-

'

cles."(!!)

Then descending from heaven to earth, the great Whist-

player comes to the actual practice of the game, and be-

comes an intelligible and safe guide. He tells us that to*

play the king when we hold the ace, is to inform our adver-

saries of the strength of our hand, and make a useless

parade of strength—a parade that is immediately taken

advantage of to our confusion and loss. The art of the

leading player is so to play his cards as to inform his

partner of the strength of his hand, without, at the same
time, disclosing his secret to his adversaries. How is this

to be accomplished? " Why," says Deschapelles, " if you
lead by a false invite, by a knave or queen, for instance,

you deprive your partner of his best means of defence,
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and may happen to fall into your adversaries' strongest

suit, and involve yourself in utter ruin.

" Suppose you lead by a true invite ; here again your
chance of success may be weak, especially if it be true that,

in order to discover the state of your partner's hand, you
must play from a weak suit ; besides, such a mode of play,

even when successful, is not accompanied with important

results, and if you are not supported, your means are crip-

pled for the remainder of the round.
" Suppose you lead a trump ; if you are strong in

trumps, they are weakened by the lead, and thus, giving

your antagonists timely notice of your strength, they will

unite their efforts, and strain every nerve to save the game;
if, on the other hand, you are weak in trumps, you have

thus initiated your adversaries, and taught them their own
powers ; you have been the first to provoke the contest,

and draw upon yourself the inevitable and disastrous con-

sequences of your indiscretion, and every succeeding move-
ment of the round, by contributing to expose your weak-

ness, will confirm your impending fate, and at length

complete your destruction.

" The lead of a deal at Whist is directed by invention

in a descending scale of progression, from the first trick

•down to the seventh !

"The second part of the deal begins between the sixth

and the eighth trick. All plans of finesse and strategy

disappear now that the action of the game itself comes

into play. The scheming of the players is now revealed,

the position of the cards more palpable, and the fate of the

game, to a certain degree, evident. This moment comes

sooner or later to different players, in proportion to the

attention they bestow on the game ; it depends, in a great

measure, on the will of the player, on the interest which he

takes in playing, and consequently on his desire or indif-

ference for gain."

So far the Frenchman. Now let us descend to our own
experience. And first, let me warn the young whist-

player not to sort his cards after any regular plan, but
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to put the suits together just as they fall. Many players

put their trumps to the right or left of their other cards,

and thus show to a sharp-sighted adversary just how many
trumps they hold. For my part, I think the very best plan

is to take up the cards just as they happen to fall, and hold

them spaced in the hand without sorting. A very little

practice will soon enable the player to select the right

card without arranging them previously. Now then for

the rules as to the lead.

I know that various writers have various opinions as to

the advisability of leading a single card of a suit, when
you have no other, especially if the first player be weak in I

trumps. I always do so, and I think it best, because,

after all, it is the best policy to play that card which will

least damage your partner's chance. Lead from your

strongest suit, for when trumps are out they make tricks.

With ace and three or four cards, not trumps, lead your
ace, and then follow with a small one, which will give

your partner an opportunity of bringing in his king.

In leading from a sequence play the highest, unless it

be a king.

With king and two or three others, lead an eight or

ten. The third player must then bring out a high card

and almost force the ace. If your partner has the ace he
makes it, and your king is safe to make a trick.

In sequences lead from the highest, rather than from the

lowest, becauses it obliges your left-hand adversary to head
the trick and informs your partner ; who, if he holds the

best card of the suit, allows you to win the trick and
reserves his own.

If strong in trumps reserve them, and finesse. If weak,

or with four or five small ones, lead out from trumps and
exhaust the suit, especially if you happen to hold good
cards of other suits.

If you hold ace, king, and a small card, lead the ace

and afterwards the king, and so make sure of two tricks

«

Wr
ith only one trump and a good hand play a certain
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card, and then the trump. Your partner discovering that

you have no more trumps, will do all he can to draw two
for one, and so give you an opportunity of making your

other suits. With ace, king, and queen, lead the king,

and afterwards the queen, which will inform your partner

that you have the ace.

With a weak hand— as queen, knave, and ten—play the

highest, and thus you strengthen your partner's hand ; for,

if he hold king and ace, or either of them, he can reserve

them, or play them as he finds it necessary.

If weak in trumps, and you hold ace and king of any

other suit, play the ace, and follow with the king If you
are strong in trumps, you may lead a small card and give

your partner the chance of making his queen.

Be careful not to keep back the highest card of your

partner's best suit, or he may fancy his adversaries have it

and so lose the lead.

It is not always good play to return your partner's

lead. With a certain trick in your hand, make it, and
then return the lead.

With king, queen, and one small card, play the small one.

Tour partner then has a chance of making his ace, and
you are freed from any fear of afterwards making your king

and queen.

With king, knave, and ten, lead the ten ; for if your

partner hold the ace, you have a fair chance of making
three tricks, whether he pass the ten or not.

Eetain, if possible, a high card to command your adver-

sary's leading suit ; but be careful not to keep a high card

that must fall to a trump.

When your left-hand adversary passes a winning card,

notice what card he throws away, and then when you have

again the lead play a high card of that suit. The chances

are that he has thrown from his longest suit. If you
have reason to think your right-hand opponent hold small

cards of a suit, lead that suit as soon as you can.

It is not good policy always to open a new suit till you

have exhausted the one before you ; for remember that the
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thirteenth card is as good as a trump when trumps are

all out.

Reserve the thirteenth card for the odd trick, ifyou can,

especially if there be trumps yet in hand. But when only

one trump remains to be played, boldly lead with the

thirteenth card; the trump may be with your partner

instead of with your adversaries.

Take notice of your partner's hand, and endeavour to

lead up to it.

With ace and four small trumps, lead the lowest. Your
ace of trumps must always make a trick.

I do not consider it good policy to lead a king when
it is your only card of a suit, for you then tell your adver-

saries of your weakness, and possibly injure your partner's

chance of the game.

But if you hold five or six trumps, you may safely lead

the single king.

With five or six trumps, lead off two rounds with them,

and you then secure a certain trick, even should you_have

lost the two tricks thus ventured upon.

Return your partner's lead in trumps, unless you com-
mand certain tricks.

With the trumps about equal—you with four, for in-

stance—hesitate not, but lead them. Lead through a king

or queen that has been turned up on your left hand.

With a long suit, and ace, king, queen, and a small one

of trumps, get out the trumps and make your long suit

secure.

If your partner fail to follow suit, and yet does not

trump a winning card, play a trump the moment the lead

is in your hands.

If you have only the ace of trumps, and you suspect

your adversaries are strong in trumps, play the ace. The
king or queen may fall on your left.

Do not force your partner if he is strong in trumps;
but if he pass a trump, then lead trumps whenever you
can.

If your adversary lead trumps, do not return his lead
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if you are strong in trumps ; for then you know he must
be weak, and that his object is to exhaust them.

If three trumps only remain, and you have two, play

one of them ; then if you win the trick, your hand and
your partner's are safe.

Do not play a thirteenth card if both you and your

partner are out of trumps, as in that case you give your

adversaries a chance of making their trumps separately.

With knave, king, and ace of trumps, play the king,

and then lead from another suit. This will tell your part-

ner where the honours lie and enable you to finesse with

your knave, as the queen may be on your right hand.

Without there is an absolute necessity, from weakness in

other suits, do not call for honours at the point of eight.

In the clubs, honours are seldom called at eight unless

one has been turned up.

With only a single trump in your hand, lead it boldly

;

for then, should your partner be strong in trumps, he

secures two for one.

And never forget that upon the lead depends the suc-

cess of the game. In Whist, as in a school-fight, the first

knock-down blow is half the battle.



THE SECOND HAND. 41

CHAPTER VL

THE SECOND HAND.

And now (as oft in some distempered state)

On one nice trick depends the general fate,

An Ace of Hearts steps forth.

Popk.

"Cards," says Shenstone, "if one may guess from their

first appearance, seem invented for the use of children, but

by degrees men grew enamoured of the use of them as a

suitable entertainment." Then Mr. Shenstone, as was the

fashion with writers of the Johnsonian school, enters into

a tirade against card-playing, and ends by saying, " that

when a gentleman invites him to play cards, he considers

it as' that gentleman's private opinion that he has neither

sense nor fancy." It is clear that Shenstone could not

have frequented the best society, or, at any rate, that he

could not have been acquainted with Whist. Indeed, I

very much doubt whether the game mentioned by Thom-
son, Pope, Prior, and their contemporaries, is the game now
so popular among all classes. It was not till comparatively

late years that any well understood code of laws governed

Whist and the other card games, and even Edmund Hoyle
himself was better known by his name than by his works.

The "Slam, Buff, and Honours," described by Cotton and
others, is no more like our Whist than was the " Eichard

the Third " of William Shakspeare like the " Eichard
"

we have seen at the minor theatres. I observe, too,

that the Short Whist that was so fashionable ten years

since no longer holds undisputed sway at Arthur's,

Brookes', and the United Service clubs. After being cut

in two, for the convenience of players who indulged in

high stakes, the game is gradually assuming its original

noble proportions.
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But revenons a nous moutons. As second player, it

would appear that there is little for the novice to learn

beyond the act of following suit. After a few games,

however, he will discover that much of the success of the

round depends on the manner in which he plays his hand.

But let him beware of attempting too much. Kemember
the maxim of the witty and caustic Eochefoucauld : "An
inclination to appear clever often prevents our really

becoming so." And again :
" It requires great ability to be

able to conceal our ability; it requires no less tact to

profit by good advice than to be guided by our own
opinions."

With these cautions let me essay a few general and safe

rules for the conduct of the second hand at Whist. Of
course, as often as the lead changes, the relative positions

of the players—as first, second, third, or fourth hand

—

•change also. My friends at Brookes', White's, and the

Megatherium Clubs, will kindly remember that I am writing

for novices, who require everything to be fully explained.

When you hold ace and king of the suit led, make the

first and second trick, and lead another suit. The third

round will most probably be trumped. It is a matter of

no consequence which you play first, ace or king, as in

cither case your partner will be informed as to the strength

of your hand.

As a rule, the second player throws away small cards,

especially when he is strong in the several suits.

With ace, king, and knave, as second player, it is best

that you should win the trick with the ace, and then lead

another suit. Then, if your right-hand adversary repeat

his former lead, you can finesse with your knave, and still

command the suit, and at the same time inform your part-

ner.

With a sequence of four or five cards in the suit led,

play the lowest.

With ace, king, and queen, play the ace, as this mode of

of play will induce your left-hand opponent to return his

partner's lead, in the behW that he holds the king.
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With ace, ten, and a small card, play the small one when
the' queen is led, as that gives your partner an opportunity

of making his king, if he hold it, and at the same time

keeps the command in your hands. But if the queen win

the round, then do not attempt to finesse with your ten,

in the next, but play your ace, and you will most likely

catch the king from your left-hand adversary, or give your

partner a chance of trumping when the king is led.

With ace, knave, and another, it is sometimes well to

pass the trick when the king is led, as your right-hand

opponent, supposing his partner to hold the ace, repeats

the suit with the queen, and enables you to make your ace

and knave. This is, however, a rather dangerous experi-

ment with any other suit than trumps, as the elder hand
may have played from a single card, the king, in order to

get out his trumps.

If you hold king and queen, play tiie queen; if only

queen and knave, play the latter; and so also with the

other cards of the suit.

With ace and another, it is best to plajs. Jfche small one,

as you then give your partner, the last player, an oppor-

tunity of winning the trick. If you play ace, it may
happen that your partner's king will fall to it.

If you hold only the queen and another, play the queen
to a knave led, as that obliges the third hand to play his

king or ace, or pass the trick.

With ace, queen, and ten, play the queen, and secure the

lead in another round, as that obliges the third player to

make his king. But if trumps be led, then play your ten.

J£ the third player win the trick, he will, most probably,

be induced to return the lead, when you make your ten

ace.

With the ten and a small card, play the small one in the

first round ; but if your right-hand adversary lead with a

low card in the second round, then put on your ten ; and
thus you may save a trick, and strengthen your partner's

hand.

Be careful in trumping doubtful cards ; but if you have
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reason to believe that your partner is weak in trumps,

then trump your adversary's lead, whenever you have an
opportunity, unless you know that your partner has the

best card of the suit led.

Never let a chance of making a trick pass you after

the first or second round. Tour small trumps had better

be made when opportunity presents itself, as they must of

course fall to the superior cards ; and even should your

partner hold the winning cards of the suits you ruff, they

will most probably make tricks towards the end of the hand.

If you are weak in trumps, it is well, perhaps, to trump in

the second round, as then you enable your partner to make
the leading cards of the other suits.

When strong in trumps, but enabled only to win one

certain trick, it is well to pass the trick, as then your partner

has a chance of making the best card of the suit, besides

retaining the command of trumps. If you find it

necessary to trump a thirteenth card, trump with a heavy

one, the best you have below the ace, as that compels your

left-hand adversary to play Ms best.

With " king singly guarded"—that is, with king and
only one other card, play your king boldly ; the chances

are that your right-hand adversary had led from his ace.

Nearly all the old authorities on Whist condemn the

practice of the second hand heading the leading card. They

say the second hand should play low ; I say, and many
first-rate players agree with me, that the second hand
should not allow a trick to pass him that he can safely

make. The "king ever, the queen never!" Thus, with a

king and small one, play the king ; with a queen and a

small one, play the juvenile. If the third player throw the

king, and your partner has the ace, you are afterwards

enabled to make your queen, and win two tricks on your

opponents' lead.

When the highest card of a suit is led in the second or

third round, and you are unable to follow suit, trump
high, even should you know that the third player holds a
still higher trump. But if you have reason to think the
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same suit will be again led by your right-hand opponent,

win the trick by all means and play out a trump.

Let the player of the second hand always remember this

last and most important rule. Ifyou cannot win the tricky

folloio svit, or trumpi throw away a card that is not likely

ever to make a trick—as a deuce* trois. or quatre.
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CHAPTER VII.

THE THIRD HAND.

Fortune's blows
When most struck home, being gentle wounded, crave

A noble cunning.

—

Shakspeake.

" The amateur at "Whist," says one of the editors of

Hoyle—I really forget which among the number—"should

not perplex himself with many calculations, but after

obtaining a little theoretical knowledge of the game, prefer

contending with good players rather than with novices, and

particularly avoid playing with those who find faidt or

attempt to direct him during the game." That is to say,

he should consent to learn AVhist as the boys at public

schools used to acquire Latin and mathematics—by aid of

much beating; a very shallow -pated method, I take it.

On the contrary, let the amateur thoroughly master the

theory of the game, and he may then take a hand at any

table in the three kingdoms. It is quite useless to acquire

a mere empyrieal knowledge of any art or science. A
fellow in Dublin, called White, or Kite, or some such name,

plagiarised my book on Billiards, and stole my title. Being

in the Irish metropolis one summer, I strolled into his

rooms and found him, just what I expected, a braggart

Irishman, who could make a lew ilashy strokes, but knew
no more of tin; theory of the game than did the cue with

which he " twists " and " serews " his way through the

world. And so also in Whist. It is not sufficient to be

able merely to play a little ; he who would come off with

credit at club or party, must strive to master the game
and play well. And this brings me back to the editor of

Hoyle, just now quoted. I quite agree with him that it is

disagreeable to have a fault-finding partner: but the

amateur must not be disheartened; and, instead of feeling
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annoyed at being told when he is wrong, let him profit by

his mistakes, and take advice as he does physic—as a
remedy and a cure. The young player must accustom!

himself to defeat, but never let him lose his temper.

A man who cannot play cards and lose his money without

at the same time losing his temper, had better stick to the

smoking room of his club and read the papers, or assist in

playing charades, when he visits his friends, for the

amusement of country cousins and other varieties of the

slow-and-sure family. And now, before I analyse the

duties of the Third Player, let me just jot down a word or

two of advice, equally valuable to all four hands :

—

Never lead a card without having some particular object

in view, even though that object be a worthless one.

As indifferent play may sometimes succeed where good
play would fail, a correctjudgment cannot always be formed

from this result ; therefore let not old players quarrel with

their partners for what may be' very excusable errors.

Learn to comprehend the reason for every kind of play

adopted by your partner, and assist him whenever you can.

Eecollect that, together you have twenty-six cards, and it

matters not which of you wins the odd trick, or holds the

honours, so that you secure the game.

Be careful not to make a revoke or a misdeal.

Deschapelles says :
" There is no circumstance that tends*

to more confusion in a game at Whist than a revoke. It

is altogether opposed to the principles of the game.

The making of a revoke should be, and is, visited by
a severe chastisement, on account of the disorder it occa-

sions, and because of the ease with which it may escape

notice."

When you have accidentally made a revoke, never object

to pay the penalty. I shall, by and by, have something

more to say on the subject of revokes.

Take up the turn-up when the first round is completed,,

to prevent it being called as an exposed card.

Be courteous, conciliatory, and, at the same time*

vigilant

!
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Now, then, for a brief examination of the duties of the

player who holds

THIRD HAND.

It is an axiom at Whist that the third hand should always

play high. But there are exceptions to this, as to other

rules. If, for instance, you hold ace and queen, finesse

with your queen, and if you win the trick, immediately lead

your ace. If your partner has led a small card with the

king behind, you will probably catch his majesty; but

even in that case you will have secured two tricks. Eut
suppose your partner to hold king and two others, then

you stand a chance of making three, when, had you
played your ace in the first round, you would only have

made two. If your partner lead a small card, it is best

that you should play your highest, except in a case similar

to the above.

The player holding third hand has better and more
frequent opportunities for exercising the delicate operation

of finesse, than either of the other players.

If your partner lead a thirteenth card, and the second

player either fail to trump, or show a weakness in trumps,

put on a heavy trump and win the trick. But if you are

weak in trumps, then let the trick pass and reserve your

trumps ; and even if the second hand play a ten, and you

have the queen, play it, and so force the last player.

Sometimes your partner will play a thirteenth card, so as

to enable you to make your trumps separately. If you
have reason to think this is the case, trump high. It is

even well, occasionally, to sacrifice your own small trump,

in order that your partner may secure his remaining trump,

and get the lead. Should your partner play an ace and

then lead with a queen, put your king on it and leave his

suit open, for the probability is, that he holds the knave

and some others. Having won the trick with your king,

play trumps, if you hold well in them.
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With ace and king, play the ace and return the ting,

which will leave your partner free in the suit he led.

With ace and knave, play the ace and return the knave,

which will enable your partner to hold the command of that

suit with his king or queen, if he has also smaller cards.

With king and knave, play the king and return the

knave, and so strengthen your partner's hand.

With ace and one small card only, I think it good play

to put the ace on your partner's king, and return the lead*

for the chances are the ace would be an obstruction to his

suit, by his not knowing where it lies. Having made the

trick with the ace, you play a small one, and enable him to

make his queen or knave. Then, if he return the suit, you
can trump and keep the lead.

Hoyle says that it is good play, with the king and one

small card, to play the king to your partner's ace and
return the suit, so that there may be no baulk to his hand.

But I am rather doubtful on this point, as it might happen
that your partner led from ace and ten, or ace and eight*

in which case you would have lost the command of the

suit. In this case the player must exercise his own good
judgment.

If your right-hand adversary call for honours at eight,

and you hold ace, king, nine, and others, finesse with the

small one. But if your left-hand adversary fail to call, or

does not answer to his partner's invitation, then finesse

with your ten, if you hold it, and you irfay, perhaps, secure

your opponent's queen.

If you hold sequences—say the three or four highest

cards of a suit—play the highest, and return the lead.

If you have any doubt about where the highest card of

the suit led lies, play a strong one, and force the last

player.

Endeavour always to keep the command in your part

ner's hand, if you have reason to believe he holds good

cards. Never force your partner, if you can avoid it ; for

I hold it a safe rule for the third player to make the trick,

rather than risk its loss.
D
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CHAPTER Vm.

THE FOURTH HAND.

UNDERPLAY, RUFFING, FORCING, &C.

0, thoughtless mortals ! ever blind to fate,

Too soon dejected, and too soon elate;

Sudden these Honours shall be snatched away,
And cursed for ever this victorious day.

Pope.

" In war,
35

says Voltaire, " we ought to do that which the

enemy most dreads." As in war, so in Whist : with a

difference, however ; for vreplay with our friends and/glit

with our enemies. We must do both with honour and in

all fairness; and Whist is honour. Why, in both field and
club

—

w Not to be captious, nor unjustly fight,

'Tis to confess what's wrong, and do what's right."

There's a world of wisdom in the old epigram. The
Whist-player should be especially careful "not to be

captious/
5

and if he happen to sit opposite a careless

partner he must not "unjustly fight
' 5

against the chances

and probabilities of the game. When he makes a mistake

—

a revoke or a misdeal, for instance—he will be esteemed a

better man and a better player if he at once, and without

hesitation, " confesses to the wrong
55
and " does what's

right,
55
by giving up the three tricks claimed as penalty

for his fault. And there are many valuable lessons to be

learned over the card-table. Whist is a corrector of

morals ; for how soon is a falsehood discovered in " count-

ing honours?
55—a practical teacher of diplomacy ; for

what ambassador ever won the "odd trick
55
without exer-

cising a little "finesse?
5 '—a test of temper; for what tries
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a man so severely as a run of ill luck at stifnsh points,

with a bad partner ?—a reprover of vanity ; for what so

completely takes the conceit out of a braggart as the

success of his adversary?—a warning against negligence;

for what player ever shows indifference when the fate of

the game depends on the making the last trick in the

suit ?—a teacher of logic ; for what empirical practice ever

stood against the force of " four by honours and three by

cards ?"—an admonisher against idleness ; for what lazy

player ever came off with credit when he neglected to

follow his partner's lead, or trumped his best card in the

suit?—an argument in favour of method, exactness, and

good principles—a represser of idle conversation—

a

punisher of injustice—a rewarder of right—an advocate

for integrity—a respecter of precedent—an upholder of

privilege—a friend to honour, and a thorough-going con-

servative in all that regards fair dealing and gentlemanly

conduct. "Who shall say more in favour of any other in-

door game ? "Whist is play for gentlemen, an,d " what is a

gentleman without his amusements ?"

Having said thus much on the general subject, let us

now descend to particulars, and see what are the duties

and responsibilities of the last player.

It is the business of the fourth hand to win the trick

if it be against him, irrespective of all calculations as to

what his partner or his opponents may hold. If he cannot

head the third player's card, let him throw away a small

one.

If you hold ace, knave, and a small one, and your
partner lead the king, play the small one. On your
partner leading with the same suit, the queen will probably

be played by the third hand, in which case you will make
a trick with both ace and knave.

W7ith only two cards of a suit, say ace and ten, win
your partner's trick with the ace, and return the suit.

If you hold a sequence, it is good play to win the trick

with the lowest card, and return the highest.

It may sometimes happen that it is better to thro^



52 WHIST.

away a loose card and pass the trick, than to play a trump
—supposing that you are not strong in trumps.

Always endeavour to lead through a strong suit, in

which your opponents are presumed to be weak. Indeed,

the advantage gained is worth the risk of heading your
partner's trick.

It is not always bad play to lead from your adversary's

suit. When the third hand is weak in his partner's lead,

you may return that suit with advantage. Your own
partner may hold well in that suit, while you know that

your adversary has played the best card he had.

If you hold the thirteenth trump, keep it in your hand
to make a trick when your partner's lead fails ; or, if you
have good leading cards in your own hand, play the trump

and lead from your strong suit.

Lastly, never pass a trick when you are in nine holes.

But if both sides stand at eight, it is well to pass the odd

trick, and drop your adversary into the fatal pit of nine.

Having gone through the separate hands it would
appear that all has been said that can be said on the

subject. This, however, is by no means the case. A
practical knowledge of the following expedients, common
at the Whist table, is, if not absolutely necessary, at least

very useful to any one who would become an expert at

the game.

UNDERPLAY.

The kind of play known under this title is frequently

adopted by " old hands " when opposed to " novices."

The expedient is simple in the extreme, and once known
can easily be detected. It consists principally in keeping

back a king-card so as to leave your adversary in doubt as

to where it may be. By this means you sometimes enable
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four partner to make a third best card, while you still

retain the command of the suit—or your opponents, being

leceived, lead out the suit and lose a trick. Underplay is

aot, however, invariably successful. It may happen that

the king-card is ruffed, or that your opponents hold the

;hird best, in which case a trick would necessarily be lost.

When, however, you hold a tolerably long suit in

crumps, it is advantageous to adopt the underplay, espe-

cially if you have reason to believe that your partner is

weak in trumps. Par exemple : you hold ace, queen, and
four trumps ; a knave being led, you, as second hand,

must not, as in the old style of play, take the trick with

the ace, but pass and leave it for your partner. And so

also of analogous cases.

BUFFING AND FORCING.

As already explained, the term ruffing or trumping is

applied to a case in which a trump is played to any other

suit led; and forcing means the playing of a card that

compels your partner or adversary to part with a trump.

The rule to be observed in the vast majority of cases is

very simple. Don't force your partner if you are weak
in trumps, unless you have a renounce, or want to win
the odd trick.

But there are cases in which I would force my partner,

without the slightest compunction ; as, for instance, when
there appeared to be a chance of a see-saw ; when he leads

for a ruff, and does not immediately play trumps ; if he

has not given the signal for a trump ; and lastly, when
playing for the odd trick.

Certain rules, with regard to the ruff, are accepted in

nearly all companies. If you are strong in trumps do
not ruff a second-best or uncertain card, except in case of

a see-saw ; but if you are weak in trumps, then ruff, even

though you are certain of being over-ruffed, and know that

the king-card is in your partner's hand. The advantages

of this mode of play are, that you show your partner the
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poverty of your hand, and by means of your poor trumps
draw a higher one from your adversary ; possibly leaving

the command of your opponent's adverse suit with your
partner.

Again, it is of great importance that you should bring

down the strength of a long suit as soon as possible. Some
players are afraid of ruffing with the king-trump ; but they

evidently forget that the ace can make but one trick, while

the ruff may obstruct the winning of several.

If your partner refuse to be forced, you know that he
has either a strong hand of trumps, or none at all.

It is also very impolitic to force both your adversaries*

as by that means you enable one of them to make loose

trumps, and the other to discard. The danger of this

mode of play is often not discovered till it is too late.

Amateur players sometimes make the mistake of equally

forcing strong and weak hands.

Be careful in playing your thirteenth card, that the

advantage fall to your partner. If he have one trump,,

well and good ; but if the two remaining trumps are in

the hands of your opponents, the playing of the thirteenth

card is bad.

When your partner seems anxious to get out trumps,

defer to him gracefully. It is bad taste and bad play, in

such a case, to hoard up a single trump for the purpose of

ruffing.

With four or five trumps, and an otherwise weak hand,

do not allow yourself to be forced unnecessarily, as by
exhausting the trumps your opponents may probably

establish a long suit. The better play is to reserve your

trumps and support your partner, and by that means turn

the tables on your adversaries.

When your partner refuses to ruff a winning card, lead

a trump immediately
; your highest trump if weak. On

the other hand, if your adversary decline to ruff, it is useless

to change the suit and play trumps. The best plan is to

pursue the lead and give your partner the opportunity of a

counter renounce.



BLUE PETER. 55

BLUE PETEB.

I spoke just now of a player giving his partner as
intimation that he wishes him to play a trump. The
signal called Blue Peter is given by playing a superior

card unnecessarily before an inferior ; as a ten before an
eight, or a knave before a queen, a tray before a deuce, &c.

This signal is understood by your partner to be an intima-

tion that the player wishes for trumps.

ARTIFICIAL MEMORY.

Many players attribute the loss of a game to their want
of memory. Now, although I place no reliance on
mnemonical systems of placing the cards, I nevertheless

insert Hoyle's plan for showing what he calls artificial

memory.
" Place the trumps to the left of all the other suits in

your hand, the best or strongest suit next, the second best

next, and the weakest last on the right hand.
" If, in the course of play, you find you have the best

card remaining of any suit, place it to the right of them,

as it must certainly win a trick, after all the trumps are

played.
" When you find you are possessed of the second best

card of any suit, to remember, place it on the right hand
of that card you have already to remember as the best card

remaining.
" If you have the third best card of any suit, place a

small card of that suit between the second best card and
the third best.

' " In order to remember your partner's first lead, place

a small card of the suit led entirely to the left of the

trumps, or trump, in case you have but one.
" When you deal, put the trump turned up to the left of

all your trumps ; and, as it is a kind of rule, keep this trump
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as long as you are able ; it will be more out of the way, and
easier for you to recollect."

The best plan in my opinion is, however, to observe the

allowed inferences ; namely, the Blue Peter, &c. The
leading from the highest of a sequence suggesting the fact

of your partner holding the next card in value; the

leading from a king-trump, and then stopping, being an
intimation that your partner is weak in trumps, especially

after a ruff; a discard being a hint that your partner does

not wish that particular suit led, and so on. Your
partner discarding an ace or king card is a direct indication

that your partner holds the other cards of the sequence;

the discarding the second best card is an indication that

your partner has no more of that suit.

The fourth hand ought to win at the least possible cost

to the player. If, therefore, he win a ten with an ace,

you know that your partner has nothing lower to beat the

ten; but if he immediately return the king, you would
equally know that he does not hold the queen, and so on.

By winning with the highest, and returning the lowest

card of a sequence, one player is informed of the strength

of the other. All these inferences are allowable, and are of

the greatest importance to remember, especially in trumps.

PLAYING THE STRICT GAME.

In most companies, first-rate card-players insist on the

strict game being played. I hold it to be a good maxim
that no allowances should be made for forgetfulness, and

that any departure from the regular rules should be

visited by the proper penalty. If players once begin to

excuse faults, the beauty of the game is destroyed, and

Whist degenerates into Beggar my Neighbour, besides

opening a way for disputes. Charles Lamb, in one of his

charming Essays of Elia, has an admirable " bit," apropos,

of the necessity of playing the strict game. I beg to

extract some portion of
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MKS. BATTLE S OPINIONS ON WHIST.

u cA clear fire, a clean hearth, and the rigour of the

game.
5

This was the celebrated wish of old Sarah Battle

(now with God), who, next to her devotions, loved a good

game of Whist. She was none of your lukewarm

gamesters, your half-and-half players, who have no objec-

tion to take a hand, if you want one to make up a

rubber ; who affirm that they have no pleasure in winning

;

that they like to win one game and lose another ; that they

can while away an hour very agreeably at a card-table, but

are indifferent whether they play or no ; and will desire an

adversary, who has slipped a wrong card, to take it up and

play another. These insufferable triflers are the curse of a

table. One of these flies will spoil a whole pot. Of such

it may be said that they do not play at cards, but only

play at playing at them.
- " Sarah Battle was none of that breed. She detested

them, as I do, from her heart and soul, and would not,

save upon a striking emergency, willingly seat herself at

the same table with them. She loved a thorough-paced

partner, a determined enemy. She took, and gave, no
concessions. She hated favours. She never made a

revoke, nor ever passed it over in her adversary without

exacting the utmost forfeiture. She fought a good fight

:

cut and thrust. She held not her good sword (her cards)

' like a dancer.' She sate bolt upright ; and neither

showed you her cards, nor desired to see yours. All

people have their blind side—their superstitions; and I

have heard her declare, under the rose, that hearts were her

favourite suit.

" I never in my life—and I knew Sarah Battle many of

the best years of it—saw her take out her snuff-box when
it was her turn to play ; or snuff a candle in the middle
of a game ; or ring for a servant, till it was fairly over.

She never introduced, or connived at, miscellaneous conver-

sation during its process. As she emphatically observed,
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cards were cards ; and if I ever saw unmingled distaste in

her fine last-century countenance, it was at the airs of a
young gentleman of a literary turn, who had been with

difficulty persuaded to take a hand; and who, in his excess

of candour, declared that he thought there was no harm in

unbending the mind now and then, after serious studies, in

recreations of that kind ! She could not bear to have her

noble occupation, to which she wound up her faculties,

considered in that light. It was her business, her duty;

the thing she came into the world to do,—and she did it.

She unbent her mind afterwards, over a book.
" Pope was her favourite author : his Eape of the Lock

her favourite work. She once did me the favour to play

over with me (with the cards) his celebrated game of

Ombre in that poem; and to explain to me how far it

agreed with, and in what points it would be found to differ

from, quadrille. Her illustrations were apposite and poig-

nant ; and I had the pleasure of sending the substance of

them to Mr. Bowles ; but I suppose they came too late to

be inserted among his ingenious notes upon that author.

" Quadrille, she told me, was her first love, but Whist
was the solider game—that was her word. It was a long

meal ; not like quadrille, a feast of snatches. One or two
rubbers might co-extend in duration with the evening.

A grave simplicity was what she chiefly

admired in her favourite game : there was nothing silly in

it like the Nob at Cribbage—nothing superfluous. She

even wished that Whist were more simple than it is, and

saw no reason for the deciding of the trump by the turn of

the card. Why not one suit always trumps ? In square

games (she meant Whist) all that is possible to be allowed

in card-playing is accomplished. No inducement could

ever prevail upon her to play for nothing. She could not

conceive a game wanting the spritely infusion of chance,

the handsome excuses of good fortune. Man is a gaming
animal, and his passion can scarcely be more safely ex-

pended than upon a game at cards Avith only a few shillings

for the stake."
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CHAPTER ML

LEADING TRUMPS.

Good unexpected, evil unforeseen,

Appear by turns as Fortune shifts the scene ?

Some raised aloft come tumbling down amain,
And fall so hard, they bound and rise again.

Landsdowne.

"Drat that man," says Mrs. Hickenbotham, the grocer's

stout spouse, " he's been and gone and trumped my best

card !" " Peste !
" mutters the Countess Dowager Pitz-

fluke, in similar circumstances; "a trick lost!" "Me
bye," exclaims my friend Costigan, " ye should look well

after the thirteenth carrd, and be particularly careful not to>

thrump yer partner's king." " Sir," exclaims the Eight

Honourable Edward Elphinstone Macer, with the blandest

and most cutting coolness, "we lose the odd trick, the-

game, and the rubber, in consequence of* your leading

a trump instead of returning me a spade !

"

Who that has played at Whist in club, tavern, or back

drawing-room at home, has not had experience of the

kind of disagreeable remonstrance of whch the above are

but feeble specimens ? Who that ever prided himself on
his knowledge of the game has not found himself suddenly

taken aback by some such exclamation, politely cool, or

walmly indignant (as the case may be,) as that of her lady-

ship the countess or the right hon. gent ? And how are

we to avoid these awkward slips of memory, and get into

the habit of always playing well? Why, by first tho~

roughly conquering the principles, and then, by careful

and intelligent practice, overcoming the alphabet of the

game. No man ever became excellent at anything without

pains and trouble. There is no royal road to Whist any
more than there is to learning. The late Prince Mettemich,
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one of the finest players that ever lived, once observed that

there was as much art in Whist as in diplomacy. But,

without going quite so far as that, I may say that, to be a
good Whist player, it is necessary to possess—and all

intelligent men may acquire it—the cunning of the fox,

joined to the wisdom of the serpent. There is little neces-

sity, however, for the mildness of the dove, though even

that quality will be found extremely useful at times.

But to return to our muttons. The following rules will

be found useful to all players on the subject of leading

trumps .•——

Being first player—and this position occurs every time

you are enabled to take a trick—you will examine your

hand thoroughly, and make a mental calculation as to its

strength. If you are strong in trumps, lead them boldly,

and so exhaust the suit, especially if you hold good leading

cards in other suits. You by this means secure your good
cards from the chances of being trumped. By being strong

in trumps, I do not mean always holding the commanding
trumps, but such cards as will compel your adversaries,

either to head the tricks or pass them. By this means you
at once ascertain the strength of your partner's hand, and
discover your own chance of success.

As a rule, it is bad play to trump from a weak hand

;

though with four or five small trumps, and your partner

also weak, you can draw two for one. Nay, it sometimes

happens that this mode of play compels your adversaries

to drop their leading cards one upon the other. With
knave and four little ones, for instance, I consider it good

play to lead out the best, as then your adversaries, either

as second or fourth players, must head the trick, or allow

you to take it up. If the fourth player take the trick with

his ace, you have then an opportunity of drawing the king

with an eight or nine ; if he pass it, you score the trick.

In either case, you obtain an advantage.

With ace, king, knave, and three small trumps, boldly

play the ace, and follow with the king. The chances are

that the queen drops to one or other of the leading cards,
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and then you have an opportunity of making your knave

and exhausting the trumps.

With ace, king, knave, and one or two small trumps, play

the king and wait the return of your partner to put on the

knave. The ace is always a certain trick. By this means

you probably win the queen. But if the state of your

hand is such that you wish to exhaust trumps, then play

two rounds, as before, and lead out with your strong

suit.

With ace, king, and two or three small trumps, play out

a small one, so as to let your partner win the trick, if he

can. But do not sacrifice your strength for nought.

With ace, queen, and small trumps, play the queen.

Only the king can take the trick ; and if your partner has

it, and a small one, you make your queen safe.

With ace, queen, and knave, play the knave. Your ad-

versaries must win with the king, or pass the trick.

With ace, queen, ten, and one or two small trumps, play

a small one, and so give your partner an opportunity of

taking the trick with knave or queen. Even if the king be

against you, a certain advantage is secured in being able

to make your queen without risk and keep the command of

the suit.

With king, queen, ten, and small trumps, play the king.

If his majesty be taken by the ace, you have an opportu-

nity of finessing with your ten on the return of the suit.

With king, knave, ten, and small ones, lead the knave,

as it will effectually prevent your adversaries from making
their small trumps.

With queen, knave, nine, and small ones, lead the queen.

If your partner hold the ace and another, you have a

good chance of making the entire suit.

With queen, knave, and two or three small trumps,

lead out the queen. If your partner hold the ace, you may
possibly take the whole of the tricks in trumps. The
third player must head the trick with a king, which falls to

the ace in fourth hand.

With knave, ten, ace, and small trumps, lead the ten or
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the knave. On the return of trumps you may possibly

finesse with the eight, and still hold the commanding card.

With only small trumps in your hand lead the highest,

•and so support your partner. With a sequence, begin

with the highest.

If an honour be turned up on your left, and the game
be against you, lead a trump on the first opportunity.

This will distress your adversaries, unless two honours

are held on your right hand, against which the chances are ?

about three to one. It is, however, in all other cases,

rather dangerous to lead through an honour, unless you
are strong in trumps, or otherwise hold a good hand,

because all the advantage of leading through an honour

lies in the power of your partner to finesse.

If an honour be turned up on your left, lead the highest

of a sequence, which will prevent the last hand from over-

trumping your partner without weakening your own
chance.

With queen turned up on your left, and you holding ace,

king, and a small one, lead the small one. You will then

probably secure the queen.

If your partner has had an honour turned up to him,

lead a small trump if strong in the suit; but if you happen

to be weak in trumps, play your highest. By this method
of play the weak hand supports the strong one.

. If ace be turned up on your left, and you hold king,

queen, and knave, play the latter. The other two tricks

must be yours.

If ace be turned up on your right, and you hold king,

queen, and ten, play the king, and then finesse with

your ten. This will show your partner the strength

of your hand, and enable you to make the last trick

with your queen.

If the king be turned up on your right, and you hold

knave, queen, and nine, play the knave, and on the return

of trumps play the nine, which may prevent the ten from
making a trick.

"With king turned up on your left, and you holding
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knave, ten, and nine, lead the latter, and on the return of

trumps play the ten. This will show your partner your

strength in trumps.

With queen turned up on the right, and you sit with

ace, king, and knave, lead the king. On the return of

trumps play the knave. You are certain to make your ace,

whenever you choose.

With queen turned up on your right, and you sit with

ace, king, and small ones, play the king, and afterwards

finesse with your knave, if the queen has not already

fallen ; otherwise, the queen will make a trick.

With knave turned up on your right, and you hold king,

queen, and ten, lead the queen. On the return of trumps

play the ten, and so make a trick with it.

With knave on your right, and you have king, queen,

and small ones, lead the king, and if that win a trick, play

a small one, for the chances are that your partner holds

the ace.

With the knave turned up on your right, and you hold

king, queen, and ten, with two small trumps, lead a small

one, and on the return of trumps play the ten. It is five

to four that your partner holds one honour.

If your adversaries stand at eight, and you hold no
honour, lead your best trump. If your partner has two
honours, you have assisted him; if he has only one

you lose the game. So that either way you have done

no harm by leading out trumps. Of course, if your adver-

saries fail to call on the first round, tricks count before

honours.

Many players hold it to be a golden rule, never to lead

trumps from a weak hand. This rule will not, however,

hold water now-a-days. Since the introduction of Blue
Peter, the necessity of leading through your adversary's

hand has become less and less. With five trumps in

hand, it is usual to play two rounds; and with six

trumps, it would be very unwise not to do so. You are

thus enabled to distress your opponents, and strengthen

your own and your partner's hand. In endeavouring to
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establish a long suit, it will be found often desirable to

exhaust the trumps as quickly as possible. And even

with a strong hand it is advisable to sometimes play

trumps in order to retain the lead and secure your long

suit. But when the majority of trumps is clearly and
decidedly against your side, it would be imwise to perse-

vere. It is often as good policy to exhibit your weakness

to your partner, as to show your strength, as this enable?

him to make the best of his own hand. Many good

players consider it unwise to lead trumps when playing

for the odd trick; but on this point every one must
judge for himself. Generally speaking, it is good play to

finesse the knave when you hold the queen. In case your
opponents stand at three, to lose, your play is to lead your

highest trump, especially if you hold no honours, for in

this position, unless your partner holds two honours, the

game may almost be counted as lost. There are three

positions in which it is good to return the lead in trumps.

First, when your opponents lead trumps, and you are

strong in them, though weak in other suits ; secondly,

when you think it well to establish a long suit; and

lastly, when you wish to strengthen your partner. In

the latter case play your highest. The object in leading

trumps being rather either to strengthen your own hand or

weaken your opponents than the mere making of tricks,

the player will do well to be cautious in not parting with

the leading card. With four trumps in hand, the odds of

your partner holding two out of the remaining nine is about

eleven to five.
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CHAPTER X.

RETURNING YOUR PARTNER'S LEAD, CALCULATIONS, ETC.

Let us

Act with cool prudence, and with manly temper,

As well as manly firmness.

—

Thomson.

In Mr. Singer's elaborate and interesting* work, " Re-

searches into the History of Playing Cards," there are

given many anecdotes, not only of the origin of the

various games that have come down to our times, but also-

some curious information as to the supposed place of birth

of the {jfty-two slabs of pasteboard which have contributed

so much to the amusement and delectation of the world.

As I have not hitherto said much on this subject, I may as

well, now that I am in the vein, just run off from memory
the facts that strike me in connection with carols and card-

playing. By some writers the invention of printing and

engraving is ascribed to the previous manufacture of

playing-cards. But I do not go quite so far as that. I

rather agree with Mr. Ottley that the art of printing was
an independent discovery that might or might not have

been suggested by the existence of playing cards ; or

rather, their mode of manufacture; their painted faces

having, in the first instance, been probably produced by
means of a kind of stencil plates: afterwards the figures

were drawn on blocks of wood, cut out in relief, and then

transferred by pressure or friction to paper. Heinecken
states that cards were first used in Germany about the

year 1300, at which time they were drawn and painted

each card singly. Mr. Ballet claims for them a French
origin, while Mr. Singer claims Italy as their birth-place

;

and other writers aver that we derived the manufacture of

cards, and our knowledge of the few early simple games
from the East, that mother of the arts. Soon the art
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was improved by European practitioners, till in our day

the card makers' trade is a really ingenious one. In

nearly all periods since their invention, the playing at

cards has been denounced by the governments of various

countries. In Yenice, in 1441, a decree was issued that

none under the rank of gentlemen were to be allowed to

play at any games with cards, and at the same time a law

was passed prohibiting foreigners from manufacturing

playing cards—a proof, say the Italian writers, that cards

had their origin in Italy ! As well might we claim

England as the natal place of cards, because, in his history

of the Order of , the Garter, Austis produces a passage,

cited from a wardrobe book of the time of Edward I., in

which mention is made of a game entitled the "Four
Kings ;" or because, in 1463, the card makers of London
petitioned parliament against the importation of cards of

foreign manufacture. That Edward I., who resided five

years in Syria, may have brought this game to England,

does not, however, seem a very unreasonable supposition.

In the International Exhibitions, there were exhibited

various specimens of cards ornamented in the most
elaborate manner, by Messrs. Goodall and Son, and
others, which really take rank as works of art. Those
of my readers who play at the clubs will have, doubt-
less, noticed considerable improvements in the manufacture
of cards since the time when the "finest gentleman in

Europe " played Whist with Sheridan and Fox.
And this last sentence brings me back to my own proper

business of instructor, and puts an end to my gossip.

In this present chapter I propose to show, first,—

WHEN A PLAYER SHOULD EETUHN HIS PARTNERS
LEAD.

Old Hoyle well understood the game of Whist; and
though later writers have made some improvements and
additions to his instructions, he is in the main to be
depended on. Thus, what he says on the question of
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following a partner's lead is as true now as it was when
life gave instructions on the game at a guinea a lesson.

Bare times those for a professional card-player ! It is

clear such gains are not makeable now-a-days, or Captain

Crawley would not find it necessary to pen lessons on Whist

for the million. To begin, then.

Your partner leads a diamond, say, and you win the

trick with a king ; return a small one, for the chances

are that he played from an ace and another.

When you win with an ace, and can return an honour,

it is well to return his lead, and strengthen his hand.

Wher vour partner leads a trump, it is well to return

trumps to him as soon as possible, especially if you can

play an honour, as he is then informed of the strength of

your hand. Bo not, however, lead through an honour.

In case of a trump led, it is well to return the best card

you have, unless you hold a high sequence, or the best

three cards of the suit. If the lead is through an honour

return a small one, when you hold no good or safe ca rd in

any other suit; for then you are altogether dependent on

your partner.

When your partner has exhausted all his trumps,

return his lead, and enable him to make tricks in his

strong suit.

When you possess no leading cards of your own, then

return your partner's suit as early as you can, for it is

clear that the game must depend on his hand, at least, for

that round.

When your partner plays a small card, and you win

with an ace, return his lead immediately, as he probably

played from a king and another.

When your partner leads a knave or queen, and you
think fit to win the trick, return the suit, for he probably-

played from a single card. Thus, if he played a king, and
the fourth hand takes the trick, with an ace, you return your
best card as soon as possible, and allow him to trump.

In all cases in which your own hand is weak, win tfe

trick ifyon can, and return your pariner's lead.
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CASES IN WHICH IT IS NOT GOOD PLAY TO RETURN
YOUR PARTNER'S LEAD.

If you win a trick, and hold other certain winning
cards in your hand, make all the tricks you can.

With a good sequence, it is best to play it out3 before

you return your partner's lead.

With a strong hand, play your own game.

With a good show of trumps, you may lead a trump to

tiy the strength of the other three hands.

When you have won with a queen or knave, and have

only small cards of the same suit, it is better to play from

a certain card of another suit than return your partner's

lead.

When you hold a strong hand, play it out, irrespective

of your partner. It matters not which player wins.

HOW TO PLAY FOR THE ODD TRICK.

The following is Hoyle's advice in nearly his own
words, as to playing for the odd trick :—If you are elder

hand, and have ace, king, and three small trumps, with

three or four small cards of a third suit, and one small

card of a fourth suit, how are you to play ? Why, play

your single cards. If your partner win the trick, well ; if

won by your adversaries, they may play out trumps or play

into your weak suit, in which case you and your partner

gain the ten ace.

In playing for the odd trick, be cautious in trumping-

right out, for, however good your hand may be, you may
want the trump at the end. And as you only want the

odd trick, you need not play for the great game.

If your partner appear likely to trump, do not play out

all your trumps ; for it is evidently better to let him make
tricks than to force him.

Make your tricks early. Of course, this advice m
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equally good for either hand. Be cautious of finessing

Look carefully over your hand, in order to avoid the

chance of a revoke.

With a single card of any suit, and three or four small

trumps, play the single one, for you will then stand a
chance of making a small trump on the return of the suit.

If you are strong in trumps you may do well to force

your partner, for you may then gain a trick or two that

would otherwise pass to your opponents.

A COMMON CASE.

If you have two trumps remaining when your adver-

saries have only one, and your partner seems to be strong

in another suit, lead a trump so as to draw the one from

your opponents, and so lead into your partner's suit.

CALCULATIONS.

The following are the odds against your partner holding

any particular card :

—

A gainst his holding one particular winning card 2 to 1

„ „ two certain winning cards 7 to 1

„ „ three certainwinning cards 30 to 1

„ „ two out of any three cards

of a suit 4 to 1

„ „ one out of any two 3 to 2

But it is at least five to one that your partner has at

least one winning card in his hand ; and four to one in

favour of his holding at least two.

With the deal, it is two to one against you or your

partner holding any particular card except the turn-up,

and three to two against either of your adversaries

possessing any named card.
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BETTING THE ODDS.

I do not consider that it is at all necessary to bet at ®
game of Whist, and yet it seems that a treatise on the

game is scarcely complete without it includes a list of the

odds usually given and received. The flactuations of the

game are such, however, as to render any certain rules for

betting absolutely impossible ; the following may, never-

theless, be taken as the nearest approximation to the

betting on various points of the game. At Long Whists

the odds are as follows :

r 1 love is II to 10 l

With the Deal

2 love — 5 —
3 love — 3 —
4 love — 7 —
5 love — 2 —
6 love — 5 —
7 love — 7 —
8 love — 5 —

With the Deal -

With the Deal •<

With the Deal -

- on the Game,

9 love —9 — 2

1 to

2 —
3 —
4 —
5—
6 —
7 —

I 8 —

is 9 to 8 "|

— 9—7
— 9—6
ZZ 9 ZI 4 I

on the Game*

— 3—1
— 9—2
-4- 1 j

f 3 to 2 is 8 to 7 ^|

4 __ 2 — 4 — 35—2—8—5
6—2—2—1
7 __2 — 8 —3
8 —2 —4—1
9 _2 — 7 — 2 J

f 4 to 3 is 7 to 6
5__ 3_ 7_ 5
6— 3— 7— 47—3—7—3
8—3—7—2

^ 6— 3 — 3— i

on the Game.

- onth@Gam&
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is 6 to 5
4

With the Deal

With the Deal

With the Deal

f 5 to 4 is 6 to 5
6—4—6—4

\ 7 — 4 _ 2 — 1

| 8 —4 — 3—

1

3— 1

5 — 2

- on the Game.

6 to 5 is 5 to 4
)

7 —5— 5 — 3
(

8 — 5 — 5 — 2 £

( 9—5 — 2 — 1 )

r 7 to 6 is 4 to 3 1

|
8 — 6—2—1 J

^ 9 — 6— 7— 4 '

| 8 —7— 3—2
L 9 — 7 —12 — 8

on the Game,

on the Game,

Eight points to nine is small odds in favour of the deals

seeing that at nine, honours do not count. I have seen

six to five laid on the deal at eight, and frequently lost.

On this point suum cuique !

The odds on the rubber are, with the deal, three to

one, but it is usual to accept jive to two.

With the first game secured, the odds on the rubber^

with the deal, are :—
1 to love about 7 to 2
2 — 4— 1

3 — 9 — 2
4 — 5— 1

5 — 6— 1

Against the dealer counting two for honours, the odds
are about twenty to seven; against four for honours, five to

one; against the non-dealers counting, the odds are about

twenty to one ; against honours being divided, the odds
are about three to two ; Hoyle gives the following as the

EULES FOR BETTING THE ODDS, WITH THE CHANCES
OF WINNING.

At any score of the game, except eight and nine, the

odds are nearly in proportion to the points wanted ; viz.,
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Supposing A. wants four, and B. six of the game, the

odds are six to four in favour of A. ; and if A. wants

three, and B. wants five, it is seven to five in favour

of A.

At the beginning of the game, it is ten and a half to tea

in favour of the dealer.
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CHAPTEE XL

WHIST ACCOEDING TO DESCHAPELLES.

No stroke,

No keenest, deadliest shaft of adverse fate,

Can make the generous Player quite despair.

Whitehead.

In treating of the game of Whist, we cannot overlook the

treatise of the accomplished Frenchman, M. Deschapelles.

I purpose, therefore, in this chapter to present my readers

with a slight resume of the elaborate and philosophical

work which, we are informed, is the result of more than

twenty years' continual practice and observation

!

The first section of M. Deschapelles
5

work consists

of nineteen articles, and treats of the preliminary arrange- •

ments of the table, &c.

It is not necessary that we should dilate on these, as

they are sufficiently known in all English clubs and private

houses, more than to say that the erudite Frenchman
considers a complete Whist table to consist of six players,

the first four to be chosen by lot, and the others to take

their places after the conclusion of the first rubber.

The second section treats of the deal, to which we must
bestow rather more attention. Following the arrangement

of our author, we find the following rules to be in accord-

ance with English practice :

—

1. The dealer may shuffle the cards or not, as he pleases,

when he hands the pack to his right-hand adversary

to cut.

2. In the event of the cards not being cut, or fewer than

four cards cut, the adversaries may demand a new deal.

So, also, if the cards be bunglingly cut so as to expose the

face of any card, a fresh cut may be demanded. Each
Dlayer may demand to shuffle the cards, the dealer last.
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[This varies somewhat from the usual play at English

tables.]

3. If the dealer look at the turn-up card before it

is dealt, a new deal may be demanded.

4. The cards are to be dealt from left to right, and if

the dealer drop one, or disarrange the pack, or show more
than one card, or touch the hand of either of the players in

order to count the cards, or fail to turn the last card face

upwards, or give two or more cards to either player, the

deal is lost.

5. The dealer's partner collects the cards for the

following deal, and places them on his right hand. Any
mixing of the cards during the deal loses it.

6. If a player deal out of his turn, and the fact be not

noticed, the deal holds good; but if the discrepancy be
discovered before the cards are fully dealt, a new deal may
be demanded.

7. A new pack may be demanded for each deal or game,.

the pack to be provided at the expense of the objector.

8. The turn-up card must remain on the table till

the first trick is turned.

The third section treats of irregularities in the hands and
packs, and is little more than a repetition of the fore-

going:—
9. A faulty pack, a missing or dropped card, a hand

short of its proper complement of cards, or having too

many cards, invalidates the deal.

10. A missing card found in any one of the tricks

played is considered a revoke, and must be claimed

immediately.

11. A duplicate card in a pack necessitates a fresh

deal.

Thefourth section treats of the stakes and the score:—
12. The rubber, ' which is two out of three games,

is reckoned at four points. The winners of the first two
games win the rubber.

13. The game consists of ten points. When no points

are marked by the losers, a lurch is the consequence, and
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the winners mark three points; double when one, two*

or three points be marked; and single when four or

more are gained.

14. Every trick after six, counts one.

15. The whole thirteen tricks gained by one set of

players is called a slam, and is equal to a full rubber.

16. Four honours count as four, three as two points;

two by each side count for nothing as the game.

17. Tricks count before honours, except at eight points,

when honours may be called.

18. The points must be marked by only one of the

players, and points neglected to be marked before the

second trick of the succeeding round be played, are lost.

19. A player marking more tricks than he is entitled to-

may correct his error at any time previous to the conclusion

of the game.

The fifth section treats of honours. * This we give

without condensation, as the author is very clear on some
points on which English players are sometimes doubtful :

—

20. Honours are to be audibly announced ; the players

marking them without signifying that they hold them,

must rectify the error before the second succeeding trick be

turned, or they cannot score.

21. The player holding four honours may announce the

fact before a trick be played; but it is at the option of

their opponents to play for tricks.

22. Honours cannot be reckoned without they are an-

nounced and marked before the trump card in the suc-

ceeding deal be shown.

23. Honours cease to count when the players are at

nine—" in the well."

24. Honours count at eight points before tricks; but if

honours are shown at any other point of the game, they

may be treated as exposed cards.

25. If a player calls honours without holding them,

adversaries may demand a new deal. In the event, how-
ever, of a new deal, in a case of this kind, the players

holding honours coimt them before tricks.
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26. Tlie " call " at eight must be made in a tone of

voice audible to all the players, or a new deal may be

demanded.

27. An honour being turned up at the point of eight,

one player has no right to remind his partner of the fact,

or he subjects himself to the penalty exacted in the last

article.

28. When a player "calls," and his partner refuses

to answer, even though he holds honours, that side cannot

claim a slam. Honours, however, take their usual place.

29. No player has a right to say who holds honours at

any other point than eight (except he hold four in his own
hand), without subjecting himself to the penalty of a new
deal.

The sixth section treats of exposed cards. In this the

learned Frenchman's practice does not differ materially

from that adopted in England. The two points of

importance are :

—

30. When a card is exposed, the adverse party have the

option of either demanding or refusing its being played, or

of demanding that the highest or lowest card in a suit be

played.

31. The exposed card may be called for at any time in

the round; and when two cards are played to a trick,

adversaries have a right to select which card shall remain.

Section seven treats of cards played out of turn, and of
the call for them. Here again Deschapelles does not

differ from our own practice in any great degree :

—

32. A lead made out of turn holds good when the player

whose proper turn it was to play has led, or played to, the

following trick.

33. ]3ut if the player whose proper turn it was to play

claim his right in time he may, at option, allow the played

card to remain, consider the card wrongly played as an

exposed card, or call for a particular suit, either for tha>

or the following trick.

34. A player laying down his card out of turn, his

partner having already played, his adversaries may de-
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mand of the latter his highest or lowest in the , suit, or a

trump.

35. A card thrown out of turn by either player may be

treated as an exposed card.

36. Two players throwing a card simultaneously, the

cards must be taken up and played in their proper order

;

the one fault cancels the other, and no penalty can be

enforced.

37. A player having a suit called for which he does not

hold, may play any card he chooses. The penalty cannot

be paid, and is therefore atoned for.

38. A player called upon for his best or worst card, and,

consequently, trump or not trump, or to play a particular

suit, must obey, or suffer the penalty of a revoke.

THE REVOKE.

This forms the substance of an entire chapter in

Deschapelles' book, though one would think that nothing

was simpler than for a player, having made a mistake, to

admit it, and pay the penalty. But admitting and paying

appear to be a very complicated process in the mind of the

Trench player, as our author has no fewer than twenty-

four articles or laws respecting the revoke.

There is, we (Deschapelles) have no hesitation in saying,

no fault requiring so severe a chastisement as the wilful

revoke, and the difficulty we have to contend against is to

discover under what circumstances the penalty can and
ought to be enforced; the revoke ought to be claimed

immediately after the round, and its penalty cannot be
annulled by replacing the cards, even though the mistake
be discovered before the trick is taken up.

Partners are mutually responsible for each other's faults;

but if one partner be warned in time, that is, before the

trick be completely played to, he may withdraw the card

wrongly played, and wait till he is called on to play his

best or worst card of the suit led. If he play w-^Hout
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waiting for the 'call, this second card improperly played

will be considered as an exposed card.

The side which makes the revoke loses three tricks; but
the expression "loses," not being quite precise, M.
Deschapelles explains it thus :

—

" Strictly speaking, the score must be considered in the

light of an equation ; whatever is added on one side is a

loss to the other. If the revoke gave three points to the

adverse party only in one manner, it would not confer any
certain advantage upon those who are entitled to profit

by it; and consequently, would not operate to the

disadvantage of those who have been guilty of the

error.

" The right of adding to their own score is of no service

to those who have gained sufficient by their own game.
" The right of causing their adversaries' score to be put

clown is of no detriment to those adversaries who have

gained nothing

:

cc And the taking of three tricks is inapplicable to those

games in which three tricks beyond the gaining point have

been already made."

Our author then quotes several instances, in which,

notwithstanding the strictness of the law, the revoke may
be made with impunity; but as these are not useful to

English players, and carry no particular authority on

English card tables, it is not necessary to quote them.

The following, however, is useful :
—" A legal revoke

(esquiche) is an essential right in Whist, and is caused by
inability to follow suit, sometimes caused by mistake, as in

case of a wrong deal or cut. In such an instance no
penalty could be enforced."

Those who profit by a revoke are bound to prove

the fact, which can be done only by pointing out the

particular trick in which the revoke occurred; but the

tricks must not be inspected till the round is over.

But, perhaps, a revoke is proved in the middle of a

round, which decides the game. In such a case it

would appear fastidious to continue to play. But a
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powerful motive for continuing the play exists,
^
for a

pecuniary loss may be diminished by winning all additional

number of points'. Here the adept shows his skill. He
struggles hard, and strains every nerve to dispute the

ground inch by inch, while, on the other side, the careless

player, intoxicated with his success, voluntarily concedes

his advantage without even troubling himself to contest the

point. If he has marked three, and holds the honour, or

if he has made two points, and proves a revoke, of what

importance is it to him to win a double or a treble

!

The notion that a party making a revoke cannot win the

game in the same round in which the revoke was made is

unsound. A revoke may sometimes be advantageous to

the player making it, " provided his adversaries discover

it." But it is not necessary to follow the subject further,

ince in all other respects, except those I have noticed,

the French practice does not assimilate with ours.

With regard to

ALLOWED COMBINATIONS BETWEEN PLAYEKS,

M. Deschapelles throws no light on modern practice, and

of course gives no hint as to the employment of Blue Peter

as a signal for trumps. Questions at Whist are allowed,

says our author, to be addressed to our partner ; if they

prove injurious to him, or cause mistakes, he has no remedy.

It is only when a doubt or discussion arises, that the

question is referred to the bystanders. Everyone knows
how much significancy of expression depends on circum-

stances which precede or accompany it. At Whist, "words
derive their significancy from numerous accidental circum-

stances, which are intelligible only to the experienced.

Words are frequently accompanied by gestures which have

a powerful influence on nervous temperaments ; a player

becomes agitated and exasperated because his partner does

not return his lead, or does not follow his suit. " What,
Sir, you have played me a diamond ! for the last quarter of
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an hour I have been giving* you every possible hint to play

spades !" He then raises himself on his chair, and holds

up his hand, to intimate that he would take the trick over

which his partner is hesitating. No excuse can be admitted

for any word or gesture intelligible to the partner, which
may exercise the slightest influence, either on the round in

hand, or on those consequent to it. All these intimations

are very old-fashioned and stupid, and very worthless too,

in spite of the kind of half encouragement they receive

from M. Deschapelles. " We should look," he says, " with

an unfavourable eye on him who plays a winning card in

such a manner as to signify to his partner not to trump
it; but from the moment that this act is repressed, he who
has committed it feels no sort of annoyance from it, be-

cause, as the profit bears no proportion to the detriment,

the act can be attributed only to negligence."

It is not allowed to draw your card for your partner

unless he request it, as that would at one be an intimation

beyond the rules.

As long as the trick has not been turned, the preceding

one may be looked at, unless the first card of the next round

has been played.

No player has any right to say what cards he holds in

his hand, " or by any other means make known that which

the laws and customs of Whist declare shall be kept

secret."

The next section of M. Deschapelles' work is devoted

to a re-consideration of the preceding chapters ; it is there-

fore not necessary that I should quote it : but the last

chapter on

BYSTANDERS

May be given at greater length, because its rules stand

good on either side of the channel.

If a dispute arise that cannot be settled by the players

themselves, reference may be had, with the consent of all
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parlies, to the bystanders or witnesses. Their decision

shall be final.

" Whenever a player thinks that he perceives, in the

course of the game, an act unauthorised by the law, he

has a right to remark upon it, and consequently to refer to

the bystanders for their opinion.

" The bystanders are not allowed to express their

opinion, except at the express request of the players.

" We have already declared that, with regard to the fact,

the decision of the bystanders is paramount. They have

the power of maintaining, specifying, and determining the

fact ; but players are privileged to refuse to submit to

their opinion, though this is an extreme case, which we
would advise all persons to avoid, because the power vested

in the bystanders is of great advantage to players, even

though they be not always very competent, or very impar-

tial judges."

The following rules may serve as a supplement to, or

correction of, the law as it now stands :

—

"First,-— If an unforeseen case should occur in any

Whist club, it shall be submitted to the decision of players

of acknowledged skill, and be made the subject of deliberate

consideration.

" Secondly,—It shall be reduced to writing, and posted

for public inspection.

" Thirdly,—It shall be communicated to all neighbour-

ing clubs.

" Fourthly,—It shall be submitted to foreign clubs in

those countries where the game of Whist is well played.
" Fifthly, and Lastly,—The decision shall be delivered

to the club where the dispute originated, and be held

binding.

" Customs which are purely the result of habit, should

not be allowed to offer any obstacle to discussion: their

foundations have been long since sapped by the gradual

improvement of the game, and the day has arrived when
they must give way to rational institutions.

" No engagement can be more binding than a mutual
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contract; when a benefit is conferred, everyone should1

acknowledge the obligation, and take the first opportunity

of making a return. Thus the privileges with which

bystanders are invested authorise us to impose upon them
the restriction of silence and courteous behaviour during

the time the play is proceeding. We all know the saying

of the celebrated diplomatist :—" Vous ne savez pas le

Wliiste, jeime Jiomme? quelle frhte vieillesse vous- pm~
parez.'

"
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SHORT WHIST.

If It were done, when 'tis done, than 'twere well

It were done quickly.—Shakspeare.

4 As far as the laws and maxims of the game go, there is no

^ essential difference between Long Whist and Short Whist.

It is said that the game was cut in half some eighty years

ago, at Bath, in order to give Lord Peterborough a chance

of winning back some heavy losses. This innovation gra-

dually became a fashion, and so for a time Short Whist
threatened to supersede its ancient and respectable proge-

nitor. But the fashion, m spite of M. Desehapelles
5

pro-

phecy to the contrary, is gradually dying out, and the real

old-fashioned ten- point game stills holds undoubted supre-

macy. ShortWhist was, of course, unknown to Hoyle,

though the laws of the game are appended to the recent

editions of his numerous commentators—the best of whom,
by the way, is Bobert Hardie, who, by spelling his name
backwards, appears on the title page of his little volume
under the nom de plume of Eidrah Trebor. A recent writer

on the game of Whist, who with great good taste, and, of

course, equal justice, decries every other labourer in the

same field, gives 1836 as the year in which the well-known

treatise by Major A. made its appearance. Now, I have

before me at this moment the second edition of Major
A.'s "Short Whist," which bears date March, 1835; so

that the first edition probably appeared in 1834. Perhaps,

it would have been as well in the gentleman calling himself

"Cselebs"—the recent writer referred to—if, before he
pitchforked a respectable authority on the game as "verbose

and unmethodical," he had made himself at least acquainted

with the title-page of the work he abuses ! To Major A.

he, goes however, for nearly all his rules and illustrations;
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and, while sneering at Mr. Carleton, borrows from Ills

pages (in "Bonn's Handbook of Games" ) without the

remotest pretence of acknowledgment. Now, that sort of

thing is not what I intend to do. On the contrary I

now beg to express my obligations to Mr. Carleton and
Major A. for many valuable hints and many useful sug-

gestions. On the subject of Short Whist, the first gen-

tleman is extremely clear and definite. After admitting

that, in its essential principle, the one game is the same
as the other, he goes on to point out the differences that

exist between Long and Short Whist.

Let us see what are

THE LAWS OF SHORT WHIST,

»

1. The game consists of five points. One point being

scored saves a triple game; three points a double. The
rubber is reckoned as two points, making eight in the

whole.

2. Honours cannot be " called " at any part of the

game, and do not count at the point offour.

3. The cards are shuffled and cut in the usual manner,

the two highest and the two lowest being partners—the

lowest having the deal—and ace being the lowest in

cutting.

4. If a card be exposed, or seen in cutting, the pack

is re-shuffled and cut again.

5. Should one player have but twelve cards, and the

others their right number, the deal stands, and the holder

of the twelve, in the event of the pack being perfect, is

subject to the penalty of a revoke, if he have made one.

If either of the three others hold fourteen cards, the deal

is lost.

6. If the dealer should drop the trump card with the

face downwards, before it has been seen, he loses the deal.

7. Before a trick is taken up, or put together for that

purpose, every player may demand to know who played
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each card of which it is composed, but not after they are

turned.

8. The adversaries may call a new deal when one of

their opponents has not played to the trick, and retains an

extra card more in his hand after the round has been

played.

9. After the four cards have been played no error of

playing out of turn can be rectified.

10. A card may be called should the holder name or

hint that it is in his hand.

11. If a player assert that he can win the game, or win

so many tricks, or give his partner to understand that he

holds either good or bad cards, he may be compelled to lay

his hand, face upwards, upon the table to be " called."

12. In the event of a revoke the opposite party has

the option of taking three tricks from their adversaries,

adding three points to their own score, or deducting

three points from that of their opponents. But in what-

ever way the penalty be enforced, the side making the

revoke must remain at four, though, in spite of the

forfeit, they had points enough left to make the game.

[The revoke may thus be turned to the best account.

Suppose that you have not scored, and that the revoking

parties are at four, add three to your own score, and you
are three to their four (the point at which honours do
not count), while you save two points certainly.]

These, then, are the rules of Short Whist. It is

scarcely necessary to say that most of the rules belonging

to the other game hold good in this, and that he who is

careless in the one will scarcely be careful in the other.

Some few maxims may, however, be very properly remem-
bered by the player at this once fashionable and still

pleasant game.

MAXIMS FOR BEGINNERS.

Let my readers—of course I refer to amateurs here—
remember that eight points may be scored in a single
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game; thus, if one side is Jive before their opponents count

three, then a double game is won; ifJive points be obtained

before opponents count one, then a triple game is won.
The rubber counting as two points, it follows that two
triples and a rubber count eight-—the rubber of eight,

as it is called. When either party scores a double and a

single against a single, it is called a rubber of five. It is

scarcely necessary to repeat that a rubber is the best two
of three games.

I now take the liberty of quoting Mr. Caiieton for a few

useful hints as to the conduct of the game, it being pre-

mised that the directions given are applicable, of course, to

the elder hand :

—

" With a bad hand never risk losing a fifth trick, but

play a winning card, if you hold one.

" You have four tricks, your adversaries five, the lead is

yours; you hold king, three of a suit,and a small card of a

suit in which you know the other side is strong. Lead
the latter, your best chance to make your king is that

your adversaries lead to it.

" Eather than lead from a bad suit, play a card that is

worthless; the other side may then lead from the weak
suit, and your partner, being last to play, may make a

trick in some way or other.

" Bear in mind the proverb of le premier pas qui coule.

If your own hand is so bad that you cannot count on
making a trick, you must calculate the probabilities that

may affect that of your partner. Do not exhaust his

resources by leading from a suit of low cards. If you have

a king, with one or two others, play the highest. Should

you have a high card, and a few poor trumps, do not play

it out for the sake of a ruff. It will, most probably, lead

a good card of your partner's into trouble. Moreover he

will probably attribute your game to strength in the suit

you lead, and return it, in lieu of leading trumps.
" Still the likelihood is, no doubt, that your partner

may be strong in the suit in which you are weak, and he

may have a good finesse; also bear in mind the scale of
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<Ddds, given in the observations on the long game,

hRs to the probabilities of his holding any particular

card.

" And, above all, never lose sight of the fact that you

are not engaged in a game of mere chance. Kemember
that there is a power of intrinsic command, equivalent, if

not superior, to mere strength. I mean the tenace, that

arrangement which places the first and third best cards of

any suit in the hand of the player, whose turn to play fol-

lows that of his adversary, who holds the intermediate

one, and that the finesse is the art of attaining that

position"

On the subject of Finesse M. Deschapelles has a long

and argumentative chapter in his treatise, the bulk of

which is quoted by Mr. Carleton ; but I do not consider

it necessary to go into the elaborate disquisitions of the

learned Frenchman, to whom, by the way, English play-

ers, exhibit rather less respect than he really deserves.

This may be partly owing to the circulation of certain

anecdotes, current in the clubs and good society, to the

disparagement of Deschapelles. The story goes that early

in the present century the French author made a challenge

to play any English amateur at chess, and give him the

odds of a pawn and two moves. This challenge coming
to the ears of the members of the London Chess Club,

which then held its meetings at Tom's Coffee House,

Cornhill, the committee determined to accept it; and Mr.
Perigal, their secretary, was sent over to Paris to arrange

preliminaries. It appears that M. Deschapelles thought

better of the matter, and Mr. Perigal returned to London
without having succeeded in making the match. On
being questioned by his compeers as to the cause of his

non-success, Mr. Perigal is said to have replied—" Mon-
sieur Deschapelles is the greatest chess-player in Prance;
Monsieur Deschapelles is the greatest Whist-player in

Prance; Monsieur Deschapelles is the greatest billiard-

player in Prance; Monsieur Deschapelles is the greatest

swordsman in Prance; Monsieur Deschapelles is the
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greatest pumpkin-grower in France ; and Monsieur Des-
chapelles is the greatest liar in Trance !

"

But to return to our Short Whist: Mr. Eobert Hardie

says, and says truly
—"The first object is to win the

game ; if this be not attainable, the second object should

be to save it ; therefore inform your partner how you
stand in trumps, thus:—if fourth player, win with the

highest of a sequence, and lead the lowest; playing

a best card to your partner's winning card shows that the

strongest of that suit are behind. Win the adversary's

lead with the highest of a sequence ; this keeps them in

the dark as to where the others are. Be as careful of

what cards you throw away as of those that you lead.

Never lead a card without a reason; it is better even to

have a bad reason than none."

I quote again from Mr. Carleton, who thus epitomises-

the instructions of Major A. :

—

" Lead the best, having king, queen, ten, and if it suc-

ceed, change your suit. Your ten may then serve you,

when the deal comes to wind up.
" Should you hold four trumps, not honours, lead the

lowest of them; with king, queen, and three other trumps,

lead the highest ; with king and three others, lead the

small one, unless you have all the trumps that are left ; in

that case, lead the lowest.

" Should you be compelled to lead from king, knave,

and a small card, begin with the lowest.

" Should you hold queen, or queen and knave and three

small cards, lead the worst.
" Still these rules must give place to circumstances ; to

the trump turned, for instance. Should you have ace,

or king, ten, nine, or some others of a suit, lead your ten

through an honour; if your partner holds the queen or

knave, he may finesse : should it answer his game, for

instance ; in the event of his playing either of those cards,

when the suit comes to you again, you have your nine to

do the same with.

""With ace, king, knave, and two small trumps, play the
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king, and wait for the finesse ; with three honours and three

small ones, begin with the two highest cards. Do not wait

for the finesse in any other suit, without the command in

trumps.
" If you hold ace, king, and three others, lead the high-

est; if the suit be trumps and you hold four, lead the

worst. Do the same under the same circumstances

with every suit, when you have the trumps that are

left in.

" With ace, queen, knave, and one or two more, always

lead the best; with ace, queen, ten, and two small ones,

lead the lowest, in trumps ; but the best in every other

suit. It is not a rule without an exception that you
should wait till your tenace is played to. .Rather than

begin a weak suit, lead from ace, queen, and another or

two others of the suit.

" Lead the lowest from ace, knave, and three small

trumps; in other suits, begin with the best, unless the

probability is that you can bring in the suit by your

strength in trumps.
" With ace and four small ones, lead the ace: the

reverse with trumps.
" With ace and but one other, lead the small one, if you

doubt your partner being strong in the suit.

" With a weak hand in trumps, get as many tricks as

you can early in the game.

"These sketches of leads are not given so much as

guides for playing the game, as to induce the reader to

study and apply the system in which they originate. The
leader has cei tain advantages ; but in most cases the com-
mand is with his right-hand adversary—the dealer. The
reader will, 1 owever, remember that he has no need of all

the cards he holds to obtain the purpose he has in view.

He has but lire points to get, and there are eleven points

out of which they may be made. This furnishes him with

a freedom of action that greatly enhances the interest of

the game. Let him always bear in mind what he has to

do—first to save, and then to win the sjame ; and let him
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set about it in such wise as shall soonest and surest bring

that result to pass.
f£ With a good suit, and a strong hand of trumps, let

him not ruff upon compulsion. His trumps will presently

enable him to establish his suit.

" Having won a trick, with the game open, lead a small

card, and this gives your partner a chance of making his

next best, should he hold it, for you may calculate on

your best making it in the third round ; the ace of trumps

should be thus dealt with in almost every instance.

" Five tricks and an honour save the game ; there are

but five points to be got, instead of ten : carpe diem.
" ' Strength in trumps,' says Major A., 'can alone jus-

tify deep finessing in other suits.' [This maxim is, how-
ever, open to question. Another authority says :

' When
weak in trumps finesse deeply in your partner's weak suit,

and so protect his hand.'] But, as at Short Whist scarcely

a hand is played in which the game may not be either

saved or won, there is, contrary to the received opinion,

more scope for finessing judiciously than with the old

game. Nothing can be more true than that it is not a

game for faint hearts ; the motto of Short Whist should

be Audaces Fortunajuvat
"—fortune favours the bold.

LEADING TRUMPS.

On the policy of leading trumps, Mr. Carleton gives the

following hints :

—

" By all means lead them when you have four or five,

with a long suit besides, and the impression that your

partner may have another. If the adversaries evince

weakness in their general cards, but with good trumps ; if

they have scored three, and you hold no honour, and suits

that make the establishment of a ruff in your behalf im-

probable ;
judge your adversaries' cards by the policy you

would adopt yourself, if holding such cards as you may
presume constitute their hands. Thus they decline a ruff,

or throw away a good card; they hold long suits in
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irumps, as they have but two suits, trumps being one of

them. In the former ease, force them if you can, but do

not lead them a trump. If the adversary on your right

lead the suit of which you hold ace, king, and four cards,

win with your king, and do not return the suit, should you
have commanding trumps. In leading from a sequence of

three trumps, when you cannot help yourself, play the

best; but, avoid such a lead when you can. When your

partner leads off trumps so as to assure you his suit in

them is strong, fail not to return the lead, as soon as the

opportunity offers. But should you have any doubt as to

Ms motive, consult your own hand for an aid in solving it.

Let the possession of the long, or odd trump, have much
weight with the method of your lead in that suit. With a

strong suit to establish, and a tierce major in trumps, lead

them twice before you begin your long suit. If you hold

only four small ones, keep them back till your suit is

established. Should your partner's trumps be exhausted,

and your adversaries' the reverse, play a trump if you have

it, as you will be repaid cent, per cent. If possible, reserve

the last trump for a great coup ; it may stop your oppo-

nent's long suit, and give you the lead, which he may not

again recover. Thus, with a command in trumps and the

best card of your adversary's suit, lead small trumps to

force him, keeping your best of his suit in petto. Your
right-hand adversary having returned his partner's lead of

trumps, if you have the best and a small one remaining,

play the latter, looking to the probability of a finesse on
your left, and your partner's position as last player.

Should your partner lead from a tenace of ace, and queen
of trumps, and you hold king and some small cards, win
his queen and keep up his lead by returning it. Let your
partner understand that you are strong in trumps, when
such is the case; this will make him preserve his best suit

in all its force, instead of watching for his adversaries' long

suit. If your partner lead the ten of trumps, and you hold

ace, knave, and another, pass it, unless the state of the

score should make the finesse dangerous. However, if
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you have a direct object in getting out two leads of

trumps, play your ace. Act nine is a safer lead than ace

ten. When a best card of a suit is thrown away to a

partner's winning card, it is clear the command is in your

hand; the second best so disposed of shows that it is the

only one you have got. When your partner leads the

second best of a suit, if you have a command in trumps

pass it, unless you can, by winning, make a saw.
" When you and your partner have all the trumps

between you, play a small one, if you wish to throw the

lead into his hand. When you turn up the king, the

sooner you make him the better. It is sometimes politic

to win your adversaries' leads whenever you can with

the highest of a sequence if you can do so without

deceiving your partner; they wonder what has become
of the lower honours. Holding ace, ten, and a small one,

your partner leading the nine of the suit, pass it ; for if he

holds an honour, you make two tricks, counting your ace

for a certain trick. With king, queen, or queen and

knave, and another, play one of the high cards in all cases

when you are second hand. With an average remainder

of trumps and good cards, having one certain loser, throw

it away at your first opportunity ; it may enable your

partner to make his second best of the suit. It is peremp-

tory notice to you to play trumps, whatever may be the

state of your hand in reference to that suit, when your

partner does not trump a winning card. Should the queen

come from your right, in a lead, with ace or king, ten or

another, pass it; this gives you a tenace, as, if your partner

have either ace or king, you make three tricks in the suit.

Players, however, of the old school think it best to cover

the queen. It is bad policy to lead up to queen or knave;

the contrary with respect to the ace or king; the same
holds with reference to leading through those several

cards. If your partner leads trumps and you have four

high trumps, endeavour to make sure of three rounds in

that suit; should his lead, however, be a nine, pass it,

vou will then have the lead after the third round. Whea
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the lead comes from your right-hand adversary, put on

your queen, should you hold ace, queen, and ten."

It is a point of high science to keep back a high card,

and play a low one in return to a left-hand adversary's

lead. "Suppose," says Major A , "the fourth

player to have ace, king, and a small one of his left-hand

adversary's lead. If he wins with the ace and returns a

small one, his partner will make the third best, unless the

second and third are both against him. It is indeed

from this, if you lead from the king, an$ your right-hand

adversary, after winning with the ten or knave, return your

lead, that the best chance to make your king is to put it

on." With king, knave, and others against ace, queen,

and one other, the only remaining card of the suit, lead

the king; for if the queen is unguarded, you bring out the

ace, and every other trick is your own. In like manner,

your left-hand adversary having the second best of a suit

guarded, if you remain with ace, queen, and four others,

by playing the lowest, it is most probably passed, and you
win all the rest.

Major A. exemplifies a position which, considering that

the cards are unseen, he considers equal to a masterly move
in chess !

" The score was four all. A, with six tricks

turned, remained with a ten, seven of trumps, and two
hearts, and led a heart. B, the left hand adversary, had
knave and eight of trumps and two clubs. A's partner

(C), had two small trumps and two hearts. D, the last

player, had the king and a small trump, a club and a

diamond. D, seeing it was necessary to win every trick,

and that there was no chance of doing so unless his part-

ner had the two best trumps or a successful finesse in hand,

trumped A's lead of hearts with the best trump, the king

;

returned the small one, and thereby won a most critical

game." With all deference to Major A., I do not see that,

in the hands of any players of intelligence, the cards could

have been otherwise played.

The following are the generally accepted
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ODDS AT SHOST WHIST)

always presuming that the play of each partner is equal,

On the game with the deal.

The game is about 21 to 20 in favour of the dealers,

1 to love is about 11 to 10
2 —
3 —
4 —
5 —
6 —
7 —

5—4
3— 2
7- 4
2— 1

5— 2

7- 2,
i

ith the deal,

2 to love is about
4 —
3 to 4 —

6 to 4
2— 1

8— 7

On tlie ruhber with the deal.

1 to love Is about
2

o

4 —

7 to 2
4— 1

9—2
5—1

I quote the following, as a mere matter of curiosity,.

from Mr. Hardie's book.

Odds against andfor the Dealers Hand of Trumps.

158,753,389,899 to 1, that he does not hold 13 trump*
338,493,367 to 1, — 12 N|

3,215,258 to 1,
— 11

77,065 to 1
?

—

.

10

3,710: to 1, — 9

317 to 1, .

—

8

44 to 1, — 7
8. to 1,

— 6

17 to 7, — 5

7 to 5, that he does hoM 4
28 to 5, — 3
79 to 2, — 2 J

3
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Odds against andfor any particular Non-dealer^ Hand of
Trumps,

12,211,799,222 to 1, that he does toehold 12 tramps
53,326,633 to 1, — 11

778,068 to 1, — 10
25,457 to 1, — 9
1,567 to 1, — 8
163 to 1, — 7
161 to 6, — 6
31 to 5, — 5
7 to 4, or near 9 to 5 4
13 to 7, that he does hold 3
38 to 5, — 2
57 to 1, — 1

Odds against the Dealer holding such a certain Quantity of
Trumps.

It is 51 to 1, that he does not hold exactly 7 tramps
12 to 1, — 6 —
21 to 4, — 5 —
12 to 5, — 4 —
11 to 4, — 5 —

79 to 2, against holding only the trump turned up,.

Odds against any assigned Non-dealer holding such an exact

Quantity.

It is 183 to 1, that he does not hold exactly 7 trumpa
32 to 1, — 6 —
44 to 5, — 5 —
7 to 2, — 4 —
12 to 5, — 3 —
23 to 7, — 2 —
64 to 7, — I —
57 to 1, that he is not without a trump..

Betting against particular cards at Whist, has greatly

gone out of fashion since the days when the "finest

gentleman in Europe " was paramount at the clubs,
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The bets usual among gentlemen players, now-a-days, are

simply on the points, the odd trick, and the rubber. I

have played in many companies, both high and low, in the

course of my lengthened experience, and I am happy to

say I have observed, during the last quarter of a century,

E gradual diminution in card-table gambling.
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THREE-HANDED WHIST.

With his broad sabre next, a chief in years,

The hoary majesty of Spades appears;

Puts forth one manly leg, to sight revealed,

The rest his many-coloured robe concealed.

Pope.

This game of Whist for three players has of late been

adopted in the clubs, but I have not seen any printed

account of it. The full pack of cards is dealt in the usual

manner, in four hands. The player on the left of the dealer

has the option of exchanging his own hand for the "miss;"

if he refuses to exchange, the third player has the refusal

of the extra hand ; the dealer having the last choice. If

neither player chooses to exchange, the "miss" remains on

the table as an unknown hand. The player choosing the

"miss" throws up his own cards, which must remain,

face downwards, on the table, to be gathered up after the

round for the next deal. The deal is determined by the

lowest cut, and each player takes it in turn. In some
companies they cut for deal at the commencement of each

game, but I prefer the deal to go round to the end of the

sitting. The game consists of fifteen points, all tricks

counting after four. Every honour counts; not as in the

regular game, but one point for each honour held.

Now, it would seem that little skill is required to play

at this game, each player depending on his own hand.

Eut the contrary is the case, for the elder hand, having

the advantage of seeing two hands, can so regulate his

mode of play as to render his chances of the game greatly

superior to that of the other players. For instance, the

leading player on looking over his hand finds it to contain

only two or three certain tricks ; say ace of trumps, and
two small ones, king of another suit, and ace and knave
of a third. He rejects his own hand, and takes the miss.
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It is an even bet that it contains an honour and two
trumps, with at least three leading cards in other suits.

Remembering the cards he has thrown away, he plays

with almost as much certainty as if the hands were spread

out before him, He knows, in fact, exactly what his two
opponents hold, and is enabled to finesse accordingly. If

lie should happen to possess a long sequence, or a strong

hand, in any one particular suit, he immediately endeavours

to exhaust the trumps. Knowing that three trumps are

in the miss, if he can get out three rounds of trumps, and
still retain the king card, he is enabled to establish his

long suit, and so make a good number of tricks. Of
course it will be evident that the possession of a good
string of trumps, or a long sequence, must be of immense
Importance in the game, as each player stands individually

on his own chance; of course the maxims of regular Whist
are of little use in this game. Presuming that the three

players are of equal skill, the possessor of the best hand
must win ; but, by judicious underplay and finesse, espe-

cially when aided by a knowledge of two hands, much may
he accomplished even with a weak and inferior hand.

ANOTHER 'MODE

of playing Three-handed Whist is by rejecting the fourth

hand altogether, and allowing it to remain unseen on the

table. Of course in this game the best hand must win, and

there is little scope for ability. The game is fifteen up
;

every trick above four counting as one, and honours scoring

each as one point.

A THIRD PLAN

of playing Three-handed Whist is to reject from the pack

all the twos, threes, fours, and fives from each suit—or

the twos, threes, and fours, and one of the fives from the

pack. The game is then played fifteen up ; tricks beyond

four count each a point ; and honours count individually,
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as in the other three-handed games. Each player standing

on his own chance, he makes the best he can out of his

twelve cards. It is not so amusing a game as either of

the others ; and of the three methods of playing Three-

handed Whist, I give a decided preference to the first

named, for the reasons already stated. So much depends

on the temper and judgment of the player, that any set

rules are of little value. In this and in other qard games,

players will do well to remember Eoch^foucauld's maxim—" We ought to console ourselves for our own faults when
we have the resolution to confess them."
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TWO-HANDED WHIST.

Uncertain objects still our hopes employ

;

Uncertain all that bears the name of joy

;

Of all that feels the injuries of fate,

Uncertain is the search, and short the date.

Langhornb.

This game—which by some is called by the not very

elegant name of humbug—is played in two ways : either

with a perfect pack of cards, and by rejecting the alternate

hands; or by casting out the low cards from the twos

to the fives inclusive. In the first mode of playing, the

game consists of fifteen points, all after four tricks

counting ; aud four honours, each counting one in its

natural order, the highest first. Thus, if one player stands

at four with his ace, and the other with king and queen,

the first will win the game. But in all cases tricks count

before honours. The player in this game will of course

endeavour to establish his long suit ; the safest lead being

from a sequence, finesse and tenace may be usefully

employed. If the small cards be rejected, the game is

played as in long Whist—ten points up—except that all

the honours count.

ANOTHER METHOD

of playing two-handed Whist, called by some French

Humbug, gives each player the option of changing his

hand for either of the " Misses." The game is five up.

Two honours count one, and four honours two points

;

honours when divided do not count. There is not much
room for skill at either of the two-handed games at Whist;

though, for two players, many prefer it to Cribbage,

Ecarte, or All-fours. Autant d'lwmmes, autant d'avis.
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DUMBY.

Kow stand we trembling on the top, and now
The low is lofty and the lofty low !

This useful lesson what I show will teach,

A truth that Cards as well as sages preach

!

Gileme (a little altered),

Dumby is played by three players in precisely the same

way as in four-handed Whist, except that one of the hands

is exposed, face upwards, on the table, and is played by
one of the players taking the open hand, just as if, and in

the same order, a fourth player were present. The game is

ten up, and honours count as usual in Long Whist.

The ordinary method is for three players to cut, when
the possessor of the lowest card takes the Dumby as partner,

and plays against the other two. The cards are cut afresh

at the commencement of each game or rubber, as may be

determined. A Round at Dumby is usually arranged thus-

wise : the lowest card takes the Dumby for the first rub-

ber, the next lowest for the second rubber, and the last

for the third ; the cards are dealt as usual, and the owner
of Dumby arranges the open hand in whatever manner he
pleases as regards the placing of the suits.

The great advantage possessed by the player of Dumby
is that he can play from the open hand, and so accommo-
date his own ; this advantage is generally supposed to be

equal to about one point in ten. It is not uncommon for

Dumby's partner to give one point in each rubber.

Deschapelles says, " Decisive strokes are in favour of

Dumby in the first rounds, after which the advantage gene-

rally remains with the assailants." This, of course, must
depend on the respective hands.

The great art of the players who oppose the Dumby is

to lead through the strong suits in the open hand up to

their own weak ones. Of course it will be seen that the
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returning partner's lead is of less consequence in this thaB

in the regular game.

In Dumby the most important maxims in Whist may be
consistently followed. Although, as has been often said$

"cards beat their makers/
5

the players in this game will

do well to follow out the regular style of play recom-

mended in these instructions.

For example :

—

Ee careful in properly placing Dumby's lead, so as to

advantage your own hand.

Strengthen your hand by leading up to the open hand*

,
Play out one suit before opening out another.

Be careful of the thirteenth card.

Eetain the command of your adversaries' suit.

Do not force the strong and the weak suit indis»

criminately.

Watch with patience, and never lose a trick that may
*r ought to be saved.

It will be evident to the most ordinary Whist amateur

that the player on the left of Dumby should always play

so as to lead up to the weak suits in the exposed hand,

while he who sits on his right should play so as to lead

through the strong ones.

Some few rules in Dumby differ from those of the

regular game. For instance :

—

Dumby cannot revoke, seeing that each player can, and

must, correct the playing of a wrong card.

IfDumby or its partner lead out of turn, the adversaries

may either have the cards properly played, or insist on a

new deal.

The opponents of dumby, and its partner, are bound hj
the admitted laws of the game.

DOUB1E DUMBY

is called by the French La Mort. It is played as in the

ordinary game, by two players, with two exposed and

two unseen hands. Both it and Dumby may be played
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as Long or Short Whist. Double Dumby is decidedly in

favour of the best player ; but it affords good practice

for an aniateur3 especially in the study of finesse and
tenace.

Several games have an affinity to Whist: as, for

instance,
—"Catch the Ten, or Scotch Whist," which may

be played by any number of players from two to eight ;.

"Boaston," which is played by four persons, with a full

pack of cards ;
" Quadrille/

5

the game celebrated by Pope
in his " Eape of the Lock," from which I have borrowed

several of my chapter mottoes ; and " Eeverses," a game
for four players, with forty-eight cards. But they are aF

vastly inferior to Whist, and are now so nearly forgotten

that I do not consider it worth while to include them ii»

this series of my games. I could, had I thought fit, have

adopted the plan pursued by "Calebs" and "Lt. Col.

B.," and have given "illustrative hands" and "cases of

curiosity," as was common in the old editions oiMatthews^

Hoyle, and their commentators.

But such modes of attracting attention I take to be
mere charlatanry and bosh ! And theu, as to some of the

so-called Laws of the Game, as given by recent writers:

what can be more absurd than the very first Law (!)

propounded by Caelebs: "The first four persons arriving*

at the card table are entitled to make the first rubber."

Does this mean that the players are to rush from the Club
washing-place or dining-room, and make up a rubber as

though it were a race, first come, first served ; or does it

mean that I am to admit Mr. Sharper, or any other

stranger to my rubber whether I like his company or not

;

or that the servants, if they " arrive first at the card table,"

are to sit down and play with their masters ; or what does

it mean? How much better does Major A. put it:

—

"The game is played by four persons, who cut for

partners
;

" or by Mr. Hardie :
—" The game of Whist is
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played by four persons with a complete pack of fifty-two

cards;" or by Mr. Caiieton:—"A party of four being

assembled, two packs of cards are placed on the table.

Prom one of these packs each removes a cut of not less

than four cards; the two highest and the two lowest

become partners, the holder of the lowest card being

entitled to the deal." In fact, " Cselebs " merely follows

M. Deschapelles, who, in his first article, says—"A
complete Whist-table is composed of six persons, the first

four of whom are chosen by lot for the first rubber." The
truth is, no rule can be laid down as to who shall play and
who shall not. If five or six persons wish to play, of

course it is easy for them to determine for themselves in

what way they will divide for the first and every

subsequent rubber. C/iactm a son gout,

Again, and in conclusion, I say that to play Whist
well requires good practice and experience. I, and all

other writers on the game, but offer hints and venture no
advice.

u To wilful men
The injuries that they themselves procure

Must be their schoolmasters.
"

CATCH THE TEN, OR SCOTTISH WHIST.

Merry and pleasant 'tis to catch the ten,
A favourite pastime among Scottish men.

—

Tupper.

This game, very popular north of the Tweed, is played
by any number of persons from two to eight. The
twos, threes, fours and fives are discarded from the
pack ; and if, necessary for an equal division, one or two
of the sixes. When the number of players are two,
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three, five, or seven, each, plays on his own account ; in

other cases as partners.

When two persons play, three hands are dealt to

each ; the first two hands from the top of the pack, after

it is shuffled and cut ; then other two ; and, lastly, the

third two ; the thirty-sixth card being turned up.

The hands are played in the order in which they are

dealt. In like manner, when three play, two hands are

dealt for each, and played in the same order.

If the party consists of four or six, two and two or

three and three are partners ; or if of eight, of four part-

nerships ; the partners sitting opposite each other with

an adversary between each two.

Mode of Playing.—The cards being cut, and dealt

by one or three at a time, and the last one turned up for

trumps ; they have the same value as at Whist, except

in the trump suit. Forty-one is game, and the points are

made by counting the cards in the tricks taken, and the

honours of trumps. Each card above the player's share in

the tricks taken counts for one. Thus, if four are playing,

each person's share of the 36 cards is 9. If two part-

ners take eight tricks (4 multiplied by 8 are 32), they

reckon 14 towards game, that being the number over

their joint shares of twice 9 or 18.—The knave of

trumps is the best, and reckons for 11, ace next, for 4,

king for 3, queen for 2, and the Ten for 10. They are

not reckoned, as at whist, by the party to whom they are

dealt, but to those who take them in the course of

playing.

As the name implies, the grand object in this game is

to Catch the Ten of trumps, or to prevent its being caught
by the adversary. The only safe way of saving or passing
the Ten, is to play it in a round of trumps, when one
of your partners has played the best trump ; or if you
happen to be the last player, and have none of the suit

led, trump with your Ten, if it will take the trick, or if
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your partner lias already taken it. These are very

favourable opportunities, and do not often occur ; so that

it is frequently necessary to run some risk to secure so

important a card—as by trumping suit in a second round,

though not last player—trusting to your partner's holding

the best trump, &c.—If you hold the knave and king or

ace and king, and have the lead, play two rounds of

trumps, and you will, have a chance of catching the Ten
in the second round, or enabling your partner to pass it

under cover of your best trump.—But these rules must
vary so considerably according to the greater or smaller

number of the party playing, that it is almost impossi-

ble, without confusing the learner, to lay down particular

rules for every case. A revoke is punished by the total

loss of the game.
Catch the Ten requires almost as much attention

and calculation as Whist, which it closely resembles.

Though certainly an inferior game to Whist, it is full of

amusement.

FIVE AND TEN, OE SPOIL FIVE.

" Why, heart alive,

What better game than old Spoil Five."

Lfdstone.

This is a thoroughly Irish, and, I am told, a capital

game, though I certainly have not often played at it. The
different ranking of the cards in the red and black suits,

and the change in their value when trumps and when
not trumps, render it somewhat difficult

;
yet the pains

bestowed in learning will, I believe, be amply compensated

by the pleasure obtained when a thorough knowledge

of the game is acquired.
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A complete pack of cards is used, and two, three, or

four persons may play. Each game is decided in one

hand. The motive of the game consists in endeavouring

to get the majority of the five tricks, which is called a,

Five, and entitles the winner to the stakes played for

;

or to gain the whole ^\e tricks, which is called a Ten
?

and the winner in this case draws double stakes.

The following is the rank and sequence of the cards

when the respective suits are trumps :

Heaets and Diamonds. Spades- and Clubs.

Five, Knave, Five Knave,
Ace of Hearts, Ace of Hearts,

Ace of Diamonds, Ace of Spades or Clubs,

King, Queen, King, Queen,

Ten, Nine, Two, Three,

Eight, Seven, Four, Six,

Six, Four, Seven, Eight,

Three, Two. Nine, Ten.

And the following is their order when not trumps :

Heabts and Diamonds. Spades and Clues.

King, Queen, Ace, King,

Knave, Ten, Queen, Knave,
Nine, Eight, Two, Three,

Seven, Six, Four, Five,

Five, Four, Six, Seven,

Three, Two, Eight, Nine,

Ace of Diamonds. Ten.

From this it will be observed that the Five is first,,

and the Knave second in order, when trumps, and that

the Ace of Hearts is always trumps, and ranks as the

third best card. These three cards have the privilege of

revoking, when it suits the holder of them to do so ; but
if the Five be led, the holder of the Knave or Ace must
play it, if he has not another trump to play, and the Ace
unguarded mast in like manner bo played if the Knave
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be led—the superior card always forcing the inferior.

The Ace of Diamonds, which is fourth in order when that

suit is trumps, is the lowest when not trumps ; and the

usual rank of the inferior cards is reversed in the black

suits, the two being above the three, the three above the

four, and so on, the ten ranking lowest, whether trumps

or not.

Mode of Playing—The players having cut for deal,

which the lowest Five-and-Ten card wins, and each

having deposited an equal stake, the cards are cut, and
five dealt to each player, by twos and threes, the next

card being turned up for trumps. If the elder hand has

a certain Five, that is to say, if he hold three cards

which will each take a trick, he ought to play them, as

there is a great probability, if his two remaining cards

are tolerable, that he may get the whole five, and thus

win a double stake. But if he hold only indifferent

cards, the best method is to throw the lead into his op-

ponent's hand by playing an inferior card, in the hope

of regaining it at the third trick, which is the critical

stage of the game ; and as three tricks constitute a Five

equally as Four, it is reckoned better play to reserve the

best cards till the third trick than to risk the game by
eagerness to secure the two first.

If the party consists of four, they play in two part-

nerships, which axe determined by cutting the cards, the

two lowest playing against the two highest, or by agree-

ment among the parties. The maxims at Whist relative

to leading and how to play when your partner leads will

in general be found of considerable use here.

When three play at this game, it is still necessary that

one of them should win the three tricks in order to make
a Five, as the stakes must remain for next game if two

of the players get two tricks each, and the other one.

—

If the cards you hold do not entitle you to expect to make
the Five yourself, the object should be to spoil it, or' to
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u
is fond of going to the theatre and playing at cards.

And of all games he preferred Cribbage, because of its

inexhaustible variety of chances and its many curious

calculations." If he " enjoy cards in his own house," the

writer goes on to say, "he likes to play with friends

whom he has known for many years; but an elderly

stranger may be introduced, if he be quiet and scientific.

Indeed, the privilege occasionally extended to younger men
of good family, who, if bad players, are generally good

losers. Not that our old gentleman is miserly or

avaricious; but to win money at cards, is like proving

his victory by getting the baggage; and to win of a

younger man is a substitute for not being able to beat

him at rackets or billiards." I quote the passage from

memory, and may not, therefore, be correct verbatim et

literatum ; but such is the sense of the sketch by Leigh

Hunt, a player at cards of no mean pretensions.

When, or by whom, the game of Cribbage was invented,

1 am not really able to say ; but, if any of my readers are

curious on the point, I will write to the editor of Notes

mid Queries, who knows everything, and inquire. By the

time the subject is fully exhausted, and a dozen or more
correspondents have raked up couplets from old poets, and
paragraphs from forgotten writers, in illustration of the

antiquity and respectability of Cribbage, my little book
will be ready for another edition; and, should anything

worth printing have been discovered as to the history and
mystery of the game, I will be careful to embody it in an
Appendix.

Meanwhile, and without further preface, let us endeavour

to make the courteous reader thoroughly acquainted with

the game in all its branches. By the way, if Cribbage be
useful in an educational point of view, why do not the

masters and mistresses of Establishments for Young Gen-
tlemen and Young Ladies include it in their prospectuses

as an accomplishment, and make an extra charge for it,

like German, Drawing, and Calisthenics ? How well sucb
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a line as this would look just before the notice that " eacfi.

pupil must be provided with half-a-dozen towels and a
silver fork and spoon

:"

"CRIBBAGE TAUGHT BY A PROFESSOR."

Cribbage (noble game for youths and maidens) is played

with a full pack of fifty-two cards, and an oblong board

with a double row of sixty-one holes, and two pegs (that

may be of ivory, or lucifer matches, with the phosphorus

ends cut off) on which, and with which, the points

of the game are marked. There are several different

games, known as Five-card, Six-card, and Eight-card

Cribbage, but the five and six card are the most usually

played.

The value of the cards in Cribbage differs somewhat
from their value in Whist. All the court-cards and tens

are counted as ten each ; the ace is counted as one, and the

rest of the cards according to their number of pips. The
points of the game are made by fifteens, pairs, flushes, and
sequences, and last cards for the "go;" and the game is

won by the player who arrives first at the "end hole " on
the board.

The game (Five-card Cribbage, for two players) is then

played in the manner following :

—

The players, having determined which is to deal, by
cutting the cards, the holder of the lowest cut deals five

cards to each, one at a time, face downwards, on the table.

The non-dealer then marks three holes, as an equivalent

for the supposed advantage derived by the dealer, who has

the first crib. Two cards are then thrown out from each

hand to form the " Crib," and the non-dealer cuts off a
number of cards (not fewer than three) from the pack on

the table, and the dealer turns up the top card, which

remains exposed on the top of the pack throughout the

deal. If the turn-up be a knave, the dealer marks " two
for his heels."
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Suppose the hands to be—
dealer's hand, non-dealer's hand.

King Queen
Nine Three

Five Eight

Four Seven

Seven Ten

The dealer would probably throw out the king and five

for his own crib, and the non-dealer the queen and the

three ; the cards being cut, an eight (say) is turned up.

The non-dealer then leads (say) his eight, the dealer

plays his seven, calls " fifteen," and marks two points on

the board. The other then plays his ten, and calls " twenty-

five ; " to which the dealer responds by his six, and calls

" thirty-one; " for which he marks two more points. For

a less number than thirty-one he would have only marked
one hole—" the go." So, soon as thirty-one, or the next

highest number is attained by either player, the round is

over, and the non-dealer counts his cards. In the case

supposed the non-dealer would count six—two fifteens for

the seven and two eights (four), and two for the pair of

eights. The dealer, for his hand, would score five—two
for the fifteen (seven and eight), and three for the sequence

(seven, eight, nine). But then he would have the crib,

which in this case would amount to four—fifteen-two for

king and five; and fifteen-two for queen and five—together

called, in the language of the game, fifteen-four.

And so the game proceeds, deal after deal, till the sixty-

first hole is attained by one or the other of the players.

But, in order to render my instructions plain to the

reader, it is necessary that I should make him acquainted

with

the technical teems used in the game.

The ceib.—Two cards rejected from the hand by each
player. "Whatever points the four cards with the turn-up
make are scored by the dealer.
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Paiiis.—Two cards of a like denomination, as two
kings, queens, sevens, threes, &c. The pairs reckon either

in hand or play.

Paiiis eoyal.—Three cards of the same value, as

three knaves, sixes, aces, &c. The pairs royal reckon in

hand as well as play. That is—suppose the non-dealer

plays a three, the dealer plays another three, and scores

two for a pair; the non-dealer plays a third three, and
scores six—two for each pair; the dealer may possibly

hold the fourth three, in which case he would play it and
score tivelve. Four cards of a like denomination are

known as a

Double paiu royal.—"Whether made in the course of

play or held in hand or crib, they count twelve.

Fifteens.—Each fifteen, whether made of two or

more cards, in either hand or play, scores two points in

the game. Fifteens are formed of tenth cards and fives

(all the court cards as well, as the tens are tenth cards),

nines and sixes, seven and eights ; or by three or more
cards, the pips on which score fifteen. For instance—

a

hand consists of

9, 2, 2, 2, and 6 (turn-up).

or,

4, 7, 2, 1, and 8 (turn-up).

or,

7, 7, 4, 4, and 1 (turn-up).

In the first two cases there are two fifteens, and in the

fast three fifteens and two pairs. Thus :—

Two fours and a seven—15— count 2
Two fours and the other \, ~ ®

seven . . / lD » *

Two sevens and the ace—15 w &
Pair of fours . • „ 2
Pair of sevens . , . „ 2

10

Fifteens, formed by cards in play, count two each,
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Thus, the first player throws down a nine, and the

second a six, the latter says
'
' fifteen," and scores two ;

or, the first player plays a three, the second a four ; or

the first an eight, and the second a seven; and so in all

the Cribbage games.

Sequences are formed of three, four, or more cards, in

their regular order—as four, five, six ; queen, king, knave,

ten, &c. ; they each reckon for as many points as there are

cards in sequence. In playing, it is of no importance

which of the cards of the sequence are first played. Thus,

I play an ace, and my adversary a four, then I again a
deuce, and he a five. There is no sequence here; but,

if I should have a tray, I play it, and make a sequence of

five. Should he then possess an ace, or a six, he scores

for a sequence of five or six, as the case may be. The
sequence must always be without an intervening pair.

As, for instance,—I play a three, he plays a two, and I a

four ; I score for a sequence of three : he then plays a

four, and scores two for a pair. I play a six and he a

five, when he scores three for the sequence—four, fLve 9

six. In counting the cards for hand or crib, the sequences

reckon in the same manner, each hand for itself, the

turn-up being always included. To take another exam-
ple : Suppose you held in your crib two queens and
two knaves, and there is a king on the pack as turn-up,

then you score,

—

Knave of hearts with queen of hearts and the kin** . • . . 3
.Knave of hearts with queen of diamonds and the king ... 3
Knave of diamonds with queen of diamonds and the king . . 3

Knave of diamonds with queen of hearts and the king ... 3
The points taken for the sequences will be seen to be twelve,

to which add

—

For the pair of knaves • 2
For the pair of queens .•••••••••••••2

Or,

King, queen, knave and ten in crib, and a ki
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up : For this you would score ten ; eight for the double

sequence, and two for the pair.

Or,

Ten, nine, eight in hand and a seven turned up, you
would score six; four for the sequence, and two for the

fifteen.

Flushes are formed by three or more cards of a suit,

hearts, diamonds, spades, or clubs. Kflush in hand scores

three in Five-card Cribbage, without reference to the turn

up. To have a flush in crib, all five cards must be of

one suit.

Two for His heels is the technical term for the two
points taken by the dealer for a knave turned up on

the pack after it has been cut by the non-dealer.

The Go.—The point nearest thirty-one, a player having

made (say) twenty-five, and his opponent having no card

lower than a seven in his hand, the latter cries " Go/' and

the former scores one point.

One for his nob is the term used when either player

holds, either in hand or crib, a knave of the same suit as

the turn-up, and for which he scores one point.

End hole is the point gained by the last player.

"When it is under thirty-one, the player making it scores

one point ; when it is exactly thirty-one, he scores two.

Last.—The three points taken by the non-dealer at

Five-card Cribbage. They may be taken at any part of the

game, though to avoid disputes it is usual to take them

at the commencement of each game.

The Start.—The condition of the pack after being

.cut and before the cards are dealt.

see, therefore, that the points of the game are made
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2 99

6 >5

.2 »
1 99

2 9*
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For every fifteen • . • • •

Pair, or two of a sort . • • •

Pair-royal, or three of a sort • .

Double pair-royal, or four ditto • •

Knave in hand of the turned-up suit*

Knave turned-up

Sequences and flushes, whatever their number.

I shall now proceed to make my readers acquainted

with

THE ACKNOWLEDGED LAWS OP THE GAME.

1. The players cut for deal. The ace is lowest in

cutting. In case of a tie, they must cut again. The
holder of the lowest card deals.

Strictly speaking, there should be a cut at the commence-
ment of every game, but in a sitting it is usual either to cut

for the deal at the beginning of each rubber, or for each

player to take it in turn ; the three holes for the non-deal

being considered an equivalent.

2. Not fewer than four cards is considered a cut ; nor

must the non-dealer touch the pack after he has cut it.

This is a very necessary law, as a knowledge where such
and such cards lie in the pack, would materially assist a
shrewd player.

3. Too many or too few cards dealt constitute a

misdeal, the penalty for which is the loss of the deal or the

taking of two points by the non-dealer, at the option of

the latter.

It has long been a disputed point among cribbage

players whether any penalty whatever attaches to a misdeal,

but the law as I have given it is now admitted at all the

clubs.

4. A faced card necessitates a new deal, without penal-

ty; and a card exposed during the -act of dealing neces-

sitates a new deal, without penalty.
This is entirely at the option of the non-dealer. To

expose one of his own cards does not invalidate the dealers
score, as it does no injury to his adversary.
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5. The dealer shuffles the cards and the non-dealer

cuts them for the " start."

It has been usual to say that each party lias a right to

shuffle, the dealer last: but the law as I have given it is

now generally adopted. In four-hand cribbage, the left-hand

adversary shuffles, and the right-hand cuts the cards.

6. If the non-dealer touch the cards (except to cut them
for the turn-up) after they have been cut for the start, he

forfeits two points.

The non-dealer has, in fact, nothing to do with the
pack but to cut it for the start and the turn up.

7. In cutting for the start, not fewer than three cards

must be lifted, nor fewer than four be left on the table.

There is no penalty attached to a violation of this rule

;

the dealer simply objects to the 6'cut," and makes his adver-

sary lift the cards again.

8. The non-dealer throws out for the crib, before the

dealer. A card once laid out cannot be recalled, nor must
either party touch the crib till the hand is played out.

Either player confusing the crib cards with his hand, is

liable to a penalty of three points.

This very useful law is now admitted by all cribbage

players. It stands good in each of its sections for all the

cribbage games. In three and four-hand cribbage the left-

hand player throws out first for the crib, then the next; the

dealer last. The usual and best way is for the non-dealer

to throw his crib over to the dealer's side of the board ; on
these two cards the dealer places his own, and hands the

pack over to be cut. The pack is then at the right side

of the board for the next deal, and, in case of a dispute, the

. very position of the crib will show to whom it belongs.

9. The player who takes more points than those to which

he is entitled, either in play or in reckoning his hand or

crib, is liable to be " pegged;" that is, to be put back as

many points as he has over-scored, and have them added

to his opponent's side.

In "pegging" your opponent, you must be careful how
you perform the operation, or you may yourself be pegged
for wrongly scoring : you must not remove your opponent 'ai
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front peg till yon have given him another. In order " to

take him down a peg or two/' yon mnst remove your own
back peg and place it where his front peg ought to be, yon
then take his wrongly placed peg and pnt it in front of your

own front, as many holes as he has forfeited by wrongly
scoring. In this operation yon and yonr opponent will have
necessarily changed a peg each, which mnst continue till

the game's end.

10. No penalty attaches to the taking of too few points

in play, hand, or crib.

I have more than once heard it stated that an opponent is

entitled to take the points overlooked. This is manifestly
incorrect; the taking too few points is surely penalty
sufficient.

11. When a player has once taken his hand or crib ho
cannot amend his score, but must abide the penalty.

Therefore, if a player score more than he is entitled to,

his opponent must let the pegs stand, if he do not discover

the discrepancy before the first card of the next deal is on
the table.

12. When a knave is turned up, " two for his heels"

must be scored before the dealer's own card be played,

or they cannot be taken.

" Before his own card be played," remember : he may,
therefore, take the two points after his adversary has
played a card.

13. A player cannot demand the assistance of his

adversary in reckoning his hand aad crib.

This rale is almost unnecessary, but sometimes a player
throws down his cards with an interrogation—" eight, I
think ?" His opponent has clearly no right to tell him if

the number be too few, and if he take too many he must
nob be surprised if he be "pegged."

14. A player may not touch his adversary's pegs, except

to "peg him," under a penalty of two points. If the

foremost peg has been displaced by accident, it must be
placed in the hole behind the peg standing on the board.

The meaning of this law is that in case of a dispute as
to the score, each player is to have the command of his
own side of the board.
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15. The peg once holed cannot be removed by either

player till another point or points be gained, under any

circumstances whatever.

Thus, a player scoring seven (say) and then, after he
has marked the points, discovering that he was nine,

cannot mark the other two : all errors in scoring too few
must stand.

16. The player who scores a game as won when, in

fact, it is not won, loses it, together with all bets he may
have made, no matter what position his opponent may hold

in the game.

This most important rule should always be enforced.

It sometimes happens that the nondealer, wanting (say) ten
for the game, holds eight, and, either by accident or

design, pegs out the game ; if the opponent should discover

the error, he wins the game. This shows how careful each
player ought to be in not scoring before he has fully

counted his hand or crib : a point taken too few or too many
often causes the loss of a game or even a rubber.

17. A lurch—scoring the whole sixty-one before your

adversary has scored thirty-one—is equivalent to a double

game.

This point must be agreed to previous to the commence-
ment of the game,

18. A card that may be legally played cannot be

withdrawn after it has been once thrown face upwards on

the table.

Thus, if an opponent play a ten, and you hold a five, but
b'y mistake play (say) a nine or any other card, you are not
allowed to withdraw the card played and substitute the

fi^e ; but if the card played cannot legally be played, it

must be withdrawn and another played.

19. If a player neglect to score his hand, crib, or any

point or points of the game, he cannot score them after

the cards are packed or the next card played.

Thus if you play a seven to a seven and neglect to take
two for the pair, you cannot mark the points omitted, even
if your opponent were to play a third seven and score six

for the pair-royal.
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20. The player who throws up his cards and refuses to

score, forfeits the game.

There can be no question as to the justice of this rule,

21. If a player neglect to play when he can play a

card within the prescribed thirty-one, he forfeits two holes.

A very necessary rule. I have often seen a player, in six*

card cribbage, make (say) twenty-seven, and when his

opponent cries " go," neglect to play his ace or deuce so that

it may score in the next play of the deal.

22. No penalty is attached to a wrong call in play;

but the opponent may either insist on a right number
being called or play a card and take advantage of the

error.

Thus, if I, by mistake or design, play a card and call (say)

twenty-seven, when in fact, the card played makes with the

others only twenty-six, my opponent may either insist on
my correcting my call, or he may play a four, making thirty-

one, and so profit by my error.

23. Each player's hand and crib must be plainly

thrown down on the table and not mixed with the pack,

under penalty of the forfeiture of the game.

It is usual among good players to call the total number
in hand or crib, and then throw the cards on the table, face

upwards, for the adversary to count if he chooses. This
plan appears to meet all the requirements of the law. It is

not necessary that you should show your adversary Jww the
number is made up ; it is his business to count the cards for

himself, and see that you take no more than you are

entitled to.

24. Either player refusing to abide by the laws of the

game forfeits it.

This shows the necessity of playing the strict game. If

once any irregularity be allowed to pass unnoticed by either
player, the integrity of the game is broken into, and no
future penalty can in fairness be enforced.

25. Bystanders are by no means allowed to interfere,

T
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unless called upon to decide a dispute not provided for in

these laws.

In all cases of dispute it is best for the players to agree

to the decision of some known player, or if there be no
sufficient authority present, write to Captain Crawley,
at the Publishers'. He will gladly set any doubtful point
straight. In all cases of dispute it must be agreed that the
decision of the appointed umpire shall be final.

EXAMPLES OE MODES OP BECKONING.

I now come to a part of the game that cannot well be
shown except with the cards before you. Good players

<at Cribbage see at a glance what number they hold in

hand or crib, without going through the trouble of counting

each separate pair or fifteen. For instance every player

ought to know, without counting , that

—

Three fives and a tenth card •

Three fours and a seven « •

Three twos and a nine © •

Three sixes and a nine • 9

Three sevens and an eight • <,

Three eights and a seven «, •

Three nines and a six % . 9

Three threes and a nine >,. •

Three sixes and a three « e

Three sevens and an ace „ •

Two tens (pair) and two fives

Two tenth cards (not a pair) and two
Two nines and two sixes

Two eights and two sevens «

Two sixes and two threes • •

Two fives, a four, and a six •

Two fours, a five, and a six •

Two sixes, a four, and a five •

Two threes and two nines •

Two nines, a seven, and an eight

Two eights, a seven, and a nine

Two sevens, an eight, and a nine

Two sixes, a seven, and an eight

Two sixes, a three, and a nine

A seven, eight, nine, ten, and knave
A sis, seven, eight, mae, and ten

fives

count 14

„ 12

„ 8

» 12

„ 12

„ 12

„ 12

» 12

„ 12

„ 12

„ 12

„ 10

„ 12

» 12

« 8

„ 12

« 12

n 12

» 8

„ 10

» 12

» 12

„ 10

"
?99 L
9
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. count 8

95 8

• V 8

97
,5

• 9?
6

• 11
6

• 5> 8

c s, 6

• ?> 6

A six, seven, eight, and nine . .

A six, five r and two sevens

Any double sequence of three cards and
pair (as knave, queen, and two kings)

Any sequence of three cards and a fifteen

Any sequence of four cards and a fifteen

(as seven, eight, nine and ten .

Any sequence of six cards

Any sequence of four cards and a flush

Any flush of four cards and a fifteen .

.Any flush of four cards and a pair

The greatest number that can be obtained in hand (at

six-card) and in crib (at five-card Cribbage), is twenty-nine.

It is made up of four fives and a knave,—three fives and

n knave in the crib,—and a five on the pack. Thus :—

12
2
2
2
2
2
2
2
2
1

The double pair-royal of fives . . » • •

Knave and five of diamonds—fifteen • • • . •

Knave and five of clubs—fifteen • • ©

Knave and five of spades—fifteen • • • #

"Knave and five of hearts— fifteen

Five of spades, 5 of diamonds, and five of clubs—fifteen
Five of spades, five of diamonds, and five of hearts— fifteen

Five of spades, five of clubs, and five of hearts—fifteen

Five of diamonds, five of clubs, and five of hearts—fifteen

Knave of same suit as the turned-up card • •

To give a few more examples of hands ;

—

Two sevens, two eights, and a nine
Two eights, a seven, and two nines
Two nines, a six, seven, and eight

Two sixes, two fives, and a four

Two sixes, two fours, and a five

Two fives, two fours, and a six

Two threes, two twos, and an ace
Two aces, two twos, and a nine
Four, five, and six of clubs, and

turned-up—(six for the sequences, three for the
flush, four for the fifteens, and two for the pair of
fives)

Total, 29

. . • count 24
• • • * n 20
• • • m n 16
• • • . n 24

• 9 • • 99 24
• • • • 11

11

24
16

. # . . 99 6
a five of hearts

15

Six, seven, eight, and two aces—13 ; thus, fifteen, 8, a pair, 2 •

sequence, 3; in all 13—the " ragged thirteen.'*
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One more instance, and I will close this section of iny

instructions. Suppose you have a crib composed of—

The three of spades,

The three of clubs,

The three of diamonds.
A nine of any sort,

And a three of hearts on the pack.

How many points would it count? Twenty-foui
Thus:—

The double pair-royal of threes 12
Three of clubs, three of diamonds, and nine of hearts

—

fifteen 2
Throe of spades, three of diamonds, and nine of hearts

—

fifteen .2
Three of hearts, three of diamonds, and nine of hearts-

fifteen .
*

. .2
Three of spades, three of clubs, and nine of hearts—fifteen . 2
Three of spades, three of hearts, and nine of hearts

—

fifteen 2
Three of clubs, three of hearts, and nine of hearts— fifteen . 2

Total points, 24

MAXIMS FOE, LAYING OUT CARDS FOR THE CRIB.

The real science of the game of Cribbage consists in the

manner in which you discard for your own crib, in the first

place, and for your adversary's, in the second.

Two golden rules must ever be remembered. In laying

out for your own crib, discard favourable cards—as a ten

and a five, a seven and an eight, a nine and a six, a two
and a three, a four and a six, a knave and a queen, &c.

In laying out for your adversary's crib, discard cards

that will not readily tell—as a king and nine, which is

considered the greatest baulk ; a king and eight, a queen

and nine, a queen and seven, a knave and seven, a knave

and eight, a ten and king, &c. In fact, all such cards as

will not fall in with others to make fifteens or sequences.
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For your own crib lay out close cards ; for your

adversary's crib, let the cards be wide apart. It is

better play to even hold a lesser number than you could

in your own hand than to give good counting cards to

your opponent.

The best cards to hold in your own hand, or to lay out

for your own crib, are—fives, sixes, sevens, eights, twos,

threes, and aces ; of all the cards in the pack the fives are

the most likely to count, seeing that there are sixteen

tenth cards to make fifteens with, while there are only

four cards to every other denomination. Therefore discard

fives for your own crib, but keep them in your hand when
you are non-dealer. Never discard for your opponent's
crib a pair or two following cards, or even two cards of
a suit, if you can avoid it. King and ace are good for a
baulk, seeing that no sequence can lead up to the ace,

but only from it, and only a four can make a fifteen in

conjunction with the two.

Mr. Hardie, whom I have before quoted, says

—

" When you can flush your cards in hand, it should be

done, as it may assist your own crib, or baulk your

opponent's.
" Always endeavour to retain a sequence in your hand,

particularly if it is a flush.

" Unless it breaks your hand, always lay out close cards,

such as a three and four, a ixve and six, for your own
crib, in expectation of a sequence.

" Lay out two cards of the same suit for your crib, in

preference to two cards of different suits, as it will give

you the chance of a flush in crib. N.B.—As there is one

card more to count in the crib, at five-card cribbage, than

there is in hand, always pay great attention to the crib, as

the probability of reckoning more points for the crib than

hand, is 5 to 4.

"Avoid laying out cards of the same suit for your
adversary's crib.

11 Always endeavour to baulk your adversary's crib ; and
the best for this purpose are, a king or a queen with an
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ace, a six, a seven, an eight, or nine ; or any cards not

likely to form a sequence. A king is generally considered

the greater baulk; as, from its being the highest card

in the pack, no higher card can come in to form a
sequence.

"Avoid as much as possible laying out a knave for

your opponent's crib, as it is only three to one but the

card turned up is of the same suit, by which he will

obtain a point.

"Avoid laying out for your adversary's crib (although

you hold a pair-royal) a two and three, a five and six, a

seven and eight, or a five and ten. Whenever you hold

such cards, observe the state of your game, and particularly

if it is nearly ended ; whether your adversary is nearly out,

or within a moderate show, and it is your deal. In such

cases you must retain such cards as will, in playing,

prevent your adversary from making pairs or sequences,

&c, and enable you to win the end-hole, which will often

prevent your opponent from winning the game,"

Mr. Bohn, in his " Handbook of Games," has, in his

account of Cribbage, but followed Hardie and Walker.

Most players reckon seven as an average good hand, and

five as an average good crib. Not to weary the amateur

with instructions, I may say, that as a rule, it is better to

spoil your own hand than to give your adversary a chance

of a good crib ; but of course much must depend on the

condition of your hand, the position of your pegs with

regard to your chance of winning the game. I remember
playing a game with the late Samuel Rogers (who, by the

way, was as good a card-player as he was a poet), when
we both stood at fifty-eight. It was my first play, and I

held all small cards—two aces, a two, a three, and a seven.

A nine turned up, so that I was nothing in hand. I

threw out the two aces, because I knew that, as my
opponent would play the last card, my only chance was in

making play. I therefore played my two. He held high

cards, and put a ten on it, when I played my three and

made fifteen. I now only wanted one hole to go out.
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Sogers played a nine, making twenty-four, when I was
able to play my seven, and make thirty-one and the game.

Had I held my aces with the seven, and either of the

other cards I must have lost, because I could not hava
made a fifteen, being first player. Voila tout.

THE HIGH GAME—HOW TO PLAY IT.

In playing at Cribbage, regard must be had not only

to the advantage to be gained by risking any fifteen or

pair, but also to your own position and that of your
adversary on the board. The whole art of the game
depends on the skill of the player either in pushing forward

or holding back.

Mr. Bohn, following Mr. Walker, and Mr. Walker
following Mr. Hardie, and Mr. Hardie following Mr.
Hoyle—who probably never played at Cribbage in his

life, but indorsed the opinions of some earlier writer or
player—has the following, which I adopt with a few
necessary alterations :

—

" To gain the end-hole, or point nearest to thirty-one,,

is, by professed players, justly esteemed a considerable

advantage, and should be kept in view. By attaining the

end-hole you not only score a point, but save a difference

of two points by snatching it from your opponent: in

playing for this there is much scope for judgment.
" Should you hold a three and a two, it is frequently the

best play to lead off the three (or the two) on the chance

of your adversary playing a tenth card (of which never

forget that there are sixteen) making thirteen, when your
two (or your three) drops in, making two points for the

fifteen. The same principle applies to the leading from a
four and an ace, and has this additional advantage, that

should you thus succeed in forming fifteen, your opponent
can form no sequence from your cards.

" Eemember, that when your adversary leads a seven or

eight, should you make a fifteen, you give him the chance

of coming in with a six or a nine, and thus gaining three
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holes against yon; but this will sometimes tend to your

advantage by allowing of your rejoinder with a fourth card

in sequence. For instance, your opponent leads an eight,

and you make fifteen by answering with a seven, he plays

a six, making twenty-one, and scores three for the sequence,

but having a nine, or ten, you play it, and score four or

two after him. In all such cases, play to the state of your

game ; for what would be at one time correct, would be,

at another, the worst possible play.

" To lead from a pair is generally safe play, good

;

because, should your opponent pair you, you form a pair-

royal, making six holes ; while the chance of his rejoining

with a fourth is too small to be taken into consideration.

It would rarely, though, be correct, to lead from a pair of

fives, as he would make fifteen with a tenth card.

" When your adversary leads a card which you can pair,

it is better to make fifteen, in preference to the pair, should

you be able so to do; as you will naturally suspect he

wishes you to pair him, in order to make a pair-royal him-

self. But here, as elsewhere, your chief guide is the rela-

tive state of the game.
" When you can possibly help it, consistently with your

cards, do not, in play, make the number twenty-one ; for

your antagonist is then likely to come in with a tenth

card and score two.
" Should you hold a nine and three, it is good play to

lead the three ; because, should it be paired, you form

fifteen by playing the nine. The same applies to the hold-

ing of a four and a seven, in which case, should your four

be paired, you make fifteen with the seven.

"The following style of play facilitates your obtaining

the end-hole. Should you hold two low cards, and one

high card, lead from the former ; but should you hold one

low card, and two high cards, lead from the latter. Like

other general directions, ail this is, however, subject to

contingencies.
" Holding a ten and five, and two holes being at the

moment an object of great importance, lead the tenth card,
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in hopes of your adversary's making fifteen, when your can

pair his five.

" Holding a seven and four, it is good play to lead the

four ; because, if paired, your seven conies in for fifteen

:

the same direction applies to your holding a six and three,

and three and nine, or other cards similarly related.

"When compelled to lead from a sequence of three

cards, play the lowest, or highest, in preference to the

middle card. "With a six, seven, and eight, the seven is,

however, then the best card, as it enables you to bring

in a sequence.

" In laying out for your own crib, suppose you hold a

pair of fives, and no tenth card, discard them both. Bear

in mind that of all the tenth cards, the knave is of the most

importance ; and that those cards which tell best in count-

ing the hand, are not always the best for playing.

" If in play you throw down a four, making the number
twenty-seven, your adversary has the chance of pairing

your four, and of making at the same time, thirty-one.

If you make twenty-eight with a three, you incur the same
risk. These apparent trifles must be studied, and similar

points on your part, if possible, avoided, while you should

be constantly on the watch to grasp them for yourself,

should your antagonist leave an opening.
" As the dealer plays last, his chances are greater than

those of the leader, for making the end-hole, or other de-

sirable points in play. The dealer has also in his favour

the chance of gaining the two points by lifting a knave,

or jack, and making ' two for his heels.'

"

The phrase "playing off " is used by Cribbage players to

denote the playing of cards wide apart, in contradiction to

its reverse, " playing on." Thus, should your adversary

lead a five, and you follow with a six, seven, four, or

three, you " play on," because you allow him the chance

of making a sequence ; while, by playing a high card, you
only leave him the chance of making a fifteen with a small

one—that is, you " play off." Half the battle depends on
whether you play "off" or "on;" but all must depend
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on your own judgment. Sometimes you play on with &
view to your own longer sequence. As for instance, he

plays a seven, and you hold a five, four, and three. You
play the five in reply to his seven, which allows him to

play a six, if he has one, and then you are able to come in

with your four, and, perhaps, win the three to follow. A
dozen such cases will occur in the course of an evening's

play.

CHANCES OF THE GAME.

The average number held in hand is five; with two
points to be gained in play by the dealer, and one by the

non-dealer. The probable crib is reckoned at five, so that

throughout the game the average of each hand is rather

less than six— or in other words, each player at five-card

Cribbage may reckon at least on sixteen points in two*

deals. Thus it would appear that the dealer has the ad-

vantage; and, in consequence, the non-dealer is allowed

three holes. According to this calculation it will always

be easy for the player to know whether he is "at home"
or not. Of course he plays accordingly, either attempting a
coup de main, or playing back, so as to baulk bis oppo-

nent, just as it may suit his hand.

EVEN EETTING.

The following are the points of the game at which eacb

player is supposed to have an equal advantage :

—

Throughout the game, till within twenty of the end if the non«
dealer be three a-head.

The dealer wanting eleven, the other seven.

The dealer wanting* fourteen, the other nine.

And also when at fifty-nine holes each player.

ODDS IN FAVOUR OE THE DEALES?.

The following may be safely followed as about the

proper state of the betting :

—



6 to 4
12 to 11

7 to 4

6 to 4
11 to :10

9 to 5

7 to 6

10 to 9-

12 to 8

5 to 2'

21 to 20
2 to 1

5 to 4

3 to 1

8 to I

10 to 1

4 to 1

12 to 1

THE ODDS AGAINST THE DEALER. 139>

Each player being 5 holes going* up is • •

„ at 10 ditto • • • • •

w 15 ditto • • • - 9

^ 20 ditto • , • • f
•

^ 25 ditto • © •

^ 30 ditto . « e * «

w 35 ditto • • • © *

„ 40 ditto • • o m •

w 45 ditto • • • © •

^ 50 ditto •

„ 55 ditto • • • • •

„ 60 ditto

When the dealer wants three, and his adversary four

In all situations of the game, till within fifteen of

the end, when the dealer is five points a-head

But when within fifteen of the end ....
If the dealer want six, and the adversary eleven •

If the dealer be ten a-head, it is .

And near the end of the game
If the dealer want sixteen, and his opponent eleven . 21 to 20

THE ODDS AGAINST THE DEALER.

When both players are 56 7 to i>

„ 57 7 to 4
58 3 to 2

When the dealer wants twenty, and his opponent seven-

teen - . . 5 to 4
When the dealer is fire points behind previous to

turning the top of the board . . . . 6 to 5
When he is thirty-one and the other thirty-six • • 6 to 4
When he is thirty -six and the other forty-one « » 7 to 4

EECAPITULATION.

The deal being settled as at Whist, the non-dealer

cuts, and five cards are dealt one at a time, two cards are

laid out for crib, the non-dealer discarding first. After

the crib is laid out, the non-dealer lifts the cards, and
the dealer faces the top card of the remainder of the

pack for turn-up, and if it happen to be a jack (or knave)

he marks two for his heels ; the non-dealer then plays a
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card, which the other endeavours to pair or fifteen, as the

case may be ; the non-dealer then plays a second card,

and endeavours to make a pair, sequence, pair-royal, or

a fifteen, when the dealer plays a second card, and so on
alternately, until the pips on the cards (the court cards

always reckoning as ten each in play) amount to thirty-

one, or the nearest point below that number. If the player

whose turn it is to play has not a card that will not make
thirty-one, or come within that number, he says " Go" to

his opponent, who thereupon marks one hole on the board;

but if the latter has a card or carols that will make thirty-

one, or any number less, he must play it or them. If he

makes thirty-one exactly he scores two points, if a less

number he marks one point only. The other cards, if

any remain, are not played ; but the hand is gathered up
to be counted for the score. Each player keeps his cards

before him, and does not throw them in the middle of

the table, as at Whist.

"The number that each successive card makes"—I am
now quoting Mr. Hardie, whose directions are extremely

concise—" should be mentioned by the player as he lays it

down : thus, if A plays a knave, he says ten ; B plays a

five, fifteen, for which he takes two points ; A another five,

twenty, taking two points for the pair of fives ; B plays

a four, ticenty-four ; A a six, thirty, and takes three

points for the sequence of four, five, and six ; if B can play

an ace, he says thirty-one, and takes two points ; if not,

he says go, and A scores one point for the go, or if he

has an ace, two points for thirty-one. Close cards should *

be retained in hand, as they may enable you to acquire

four points when last player. Thus (at six-card Cribbage),

if you hold a seven and eight, and your opponent has

but one card, it is five-and-a-half to one that such card

is either a six or a nine, in which case you reckon three

for the sequence, and one for last card.

"When the cards are played out, the non-dealer proceeds

to count and take for his hand, reckoning the cards in

every possible way they can be varied, and always
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including the turned-up card. For every fifteen, as queen

and five, nine and six, eight, three, and four, &c, two
points; pair, two points; pair-royal, six; double pair-

royal, twelve; sequence or flush, or both, according to

the number ; knave of the same suit as the turn-up, one

point. The dealer then proceeds to reckon first his hand,

and then his crib, in the same way, and each mark®
the number of points gained."
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SIX-CAED CRIBBAGE.

This game differs only in the fact that six cards are

dealt instead of five, and that, instead of packing the cards

at the "go," the play continues until all the cards are

played out, the holder of the last card being entitled to score

one. The principle of the game is precisely the same as

five-card Cribbage. The average hands and crib are

proportionally larger than at Five-card Cribbage, which is

considered the more scientific game. On the peculiarities

of this game I quote Mr. Walker, with a few slight

alterations :—
" The dealer gives six cards to himself and his adversary,

beginning with the latter. Each player lays out two of

these for crib, retaining four in his hand. The deal and

the €£
start " card is the same as at the five-card game, in

like manner the pairs, sequences, fifteens, &c, operate, and

the game point is sixty-one. The non-dealer, however, is

not allowed any points at the beginning. The main
difference between the games, is, that in the game already

described, the object is to get thirty-one, and then

abandon the remaining cards ; at the six-card game, the

whole are played out. There are more points made in the

play, while at five cards, the game is often decided by the

loss or gain of one point. At Six-card Cribbage, the last

cardplayed scores a point. This done, the hands and crib

are scored as at the five-card game ; then another deal is

played, and the victory is gained by the party who first

gets sixty-one.

"As all the cards must be played out, should one party

iiave exhausted his hand, and his adversary have yet two
cards, the latter are to be played, and should they yield any
advantage, it must be taken. For instance, C has played

Diit his four cards, and D having two left (an eight and
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Beven), calls fifteen as he throws them down, and marks

three points ; two for the fifteen, and one for the last card.

Again, shonld D's two cards have been a pair (threes, for

instance), he marks two for the pair, and a third point for

the last card. Speculating on this and other probabilities,

you will always endeavour when you are last player to

retain as close cards as possible, for this will frequently

enable you to make three or four points, by playing your

last two cards, when you would otherwise make but a

single point.

"As you are on a parity at starting, being both at

home, you will play with moderate caution your first

hand; making fair risks, but not running into too wide

speculations. On taking up your second hand, you will

adapt your play to the relative scores on the board, as. you
have been told in relation to the other variety of the game,

and will play " on" or "off," according to the dictates

of policy. The same rule will govern your conduct

-during the remainder of the game; and should your

adversary have gained the preference, or should you be

more than home, both cases must be taken into consider-

ation in playing your hand. If your cards present a

nattering prospect, and you are by no means home, it is

your duty to make a push, in order to regain the lead by
running ; whereas, should your adversary be better planted

than you, and should you take up bad cards, it will be the

best play to keep off, and only endeavour to stop your
antagonist as much as possible, and thereby have a probable

chance of winning the game, through his not being able to

make good his points.

"As so many points are to be gained in play, by the

formation of long sequences, you will frequently find it

advantageous, having eligible cards for the purpose in view,

to lead, or play, so as to tempt your adversary to form a
short sequence, in order that you may come in for a
longer. And this opportunity is particularly to be sought
for, when a few holes are essential to your game, though
gained at any risk. If you hold, as a leader, a one, two,
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three, and four, the best card to lead is the four, since, if

paired, you answer with the ace, and your adversary's

second card may not form a fifteen."

It is usual to play twice round the board at Six-card

Cribbage.

THREE-HANDED CEIBBAGE.

This game differs from the others only in the fact that

each player plays for himself. Five cards are dealt to

each player, who takes the deal in turn. Each player

throws out a card for the crib, and a sixteenth is taken

from the pack to complete the four. A triangular board

is usually employed, and each player keeps his own score.

The laws regulating the game are the same as for Five-

card Cribbage, and the same calculations may be used,

except that the hands and crib are relatively larger.

Sometimes the game is played as in Five-card Cribbage,

one player standing out in each deal, which passes in

rotation*
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FOUE-HANDED CEIBBAGE.

This game is played by four persons in partnership.

In principle it is exactly the same as the five-card game,

and in practice it only varies in the larger scores attainable.

At the commencement of the sitting the division of the

players is decided by cutting ; and five cards are dealt to

each player, who discards one for the crib. The laws of

the game are the same as in Five-card Cribbage. One of

the partners on each side keeps the score, and partners

•are allowed to count for each other, and remark on any

irregularity in the score, &c.

"As there is but one card to be laid out from the five

received by each player"—I now quote Mr. Bonn's

version of Walker—"there is seldom much difficulty in

making up your choice. Fives are the best cards to give

your own cribs, and you will never, therefore, give them to

your antagonists. Low cards are generally best for the

crib, and kings or aces the worst. Aces sometimes tell to

great advantage in the play at this game. When your

partner has to deal, the crib being equally your own, as if

you had it in your proper possession, must be favoured in

the same way. Before discarding, always consider with

whom the deal stands.

" When all have laid out for the crib, the pack is cut for

the start-card. This cut is made by your left-hand

adversary lifting the pack, when you, as dealer, take off the

top card, as at Five-card Cribbage. Observe that it is the

left-hand adversary who cuts this time, whereas, in cutting

the cards to you at the commencement of the deal, it is

your right-hand adversary who performs the operation.
" Having thus cut the turn-up card, the player on the

left-hand of the dealer leads off first, the player to his left

following, and so on round the table, tUl the whole of
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the sixteen cards are played out according to the laws.

Fifteens, sequences, pairs, &c, reckon in the usual way
for those who obtain them. Should either player be unable

to come in under thirty-one, he declares it to be " a go,"'

and the right of play devolves on his left-hand neighbour.

No small cards must be kept up, which would come in,

under a penalty of two holes. Thus, should A play an
ace, making the number twenty-eight, and should each of

the other three pass it without playing, not having

cards low enough to come in,—on its coming round to A,
he must play if he can under thirty-one, whether he gain

any additional points by so doing, or not. Example :

—

"B plays an ace and makes thirty. Neither of the

other three can come in, and on the turn to play coming
round again to B, he plays another ace, and marks four

points ; two for the pair of aces, and two for the thirty-

one.

" Many similar examples might be adduced, and there

frequently arise difficult and complicated cases of sequences-

made this way out of low cards. Indeed, the playing out

of the hand requires constant watchfulness on all sides.

So many points are made by play in Four-handed Cribbage,

that it is essential to play as much as possible to the

points or stages."

In Four-handed Cribbage it is usual to play rubbers,

and cut for partners in each rub, the two highest and two
lowest being partners. Ace is lowest, and, as in Two-
Aanded Cribbage, all tenth cards are ties.

"When the hand is played out, the different amounts

are pegged, the crib being taken last. He who led off

must score first, and so on round to the dealer. Each calls-

the number to which he considers himself entitled, and

watches to see that they are scored properly; while at the

same time he does not fail to scan his adversaries' cards

with an observant eye, to see that, through mistake, they

do not take more than their due.
" The number of points to be expected, on an average,

from each hand, is seven, and from the crib about five*
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From the play, it is computed that each of the four

players should make five points every time. Eeasoning

on these data, the non-dealers are ' at home,' at the close

of the first round should they have obtained nineteen or

twenty points, and the dealers are at home at the end of

the first round should they have acquired twenty-three or

twenty-four. At the finish of the second round, with their

average number, each set of players would be forty-two to<

forty-three. At the close of the third round, the non-
dealers should be just out, or else the dealers will win.

You must not, however, suppose there is any advantage

to be gained from not having originally the deal; the

chances are so various that the parties start fully equal \

no matter whether with, or without the deal. From the

above calculation, the game, going only once round the

board, should be over in three rounds, both parties having

a crib inclusive. Those who have not the first deal*

have the original chance of winning, if they can keep it, by
holding average cards throughout the game. Should

they fail in making this good, the dealers (those who dealt

originally are here signified), will generally sweep all,,

having their second crib, and first show afterwards. It is.

quite as likely that the non-dealers will fail in holding

'their own,' as not. The non-dealers should observe

moderate caution in the first hand."

I have now said nearly all that need be said about
Cribbage. It is a good game for either two, three, or
four players. It has been said that good Cribbage is a
better game than bad Whist, than which I can conceive

nothing more dreary.





BEZIQUE.

For a jolly round game you've not far to seek

;

Take two prepared packs

—

Goodall's are the best

—

With four knowing Jacks,

And deal out the rest

According to rule—and you'll then have Bezique.

Tom Hood (?)

This game, introduced a few years ago, suddenly be-

came very fashionable, and for a while carried all before

it. Lately, however, it has been much neglected, only

again, perhaps, to be patronised. It is a good game
for two, three, or four players.

It is played with two packs of cards, from which the

twos, threes, fours, fives, and sixes have been discarded

—in all, therefore, 64 cards, of which there are two of

each sort. Or the game may be played with four or six

prepared packs—nine cards being dealt to each player.

MODE OF PLAY.

The cards are shuffled, both packs together, and the

players cut for deal. The lowest card cut wins the

deal. In play the cards are reckoned in the following

order :—Ace, ten, king, queen, nine, eight, seven. The
deal being determined., eight cards are given alternately

to each player, as in Cribbage, and the seventeenth card

is turned up for trumps. The non-dealer plays first by
leading with any card in his hand, to which the other

replies. If he win or trump it, he has to lead ; in every

case the winner of the trick having the next lead. Be-
fore playing, however, each player draws a card from the



150 BEZIQUE.

pack—the winner of the last trick drawing the top card,

the other player taking the rest ; by which means the

cards in each hand are restored to their original number
-—eight. By this process of alternate drawing and
playing a card the stock is at length exhausted. In

playing, the highest card of the same suit wins the

trick. In the case of ties, the leader wins. Trumps
-win other suits. The tricks are left face upward on the

table till the end of the lead ; they are of no value but

for the aces and tens they contain. The objects of the

play are to win aces and tens, and promote in the hand
various combinations of cards which, when " declared,"

score a certain number of points.

Declaring.—A declaration can be made only imme-
diately after winning a trick, and before drawing a card

from the pack. It is done by placing the declared cards

face upward on the table. Players are not obliged to de-

clare unless they like. A card cannot be played to a

trick and declared at the same time. Only one combi-

nation can be declared to one trick. In declaring fresh

combinations, one or more cards of the fresh combina-

tion must proceed from the part of the hand held up.

The same card can be declared more than once, provided

the combination in which it afterwards appears is of

a different class. The player scoring the last trick can,

at the same time, declare anything in his hand, after

which all declarations cease.

Variations in the Game.—It may be played by three

or by four persons. If by three, they all play against

•each other, and three packs of cards are used.

Number of Fades.—If four play, four packs are used,

shuffled together ; but this is considered as being a very

^complicated game.

Diminished Scores.— Some players consider the

double bezique and sequence scores as too high, and
therefore make the score for the former 300, and for the

latter 200.
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The Last Trick.—This is understood sometimes to

mean the thirty-second trick, or last of all. This, how-

ever, is supposed to be an error arising from incorrect

nomenclature.

Aces and Tens.—These are sometimes not scored till

the end of the hand.

Scoring.—The score may be kept with a bezique-

board and pegs, or by a numbered dial and hand, or by
means of counters—which last method is the best.

Hints to Learners.—The following hints may be of

use in solving one of the chief difficulties—that of de-

ciding what cards to retain and what to throw away :

—

1. It is no advantage to get the lead unless you have

something to declare. 2. The cards that can, without

loss, be parted with, are sevens, eights, and nines.

3. After these, the least injurious cards to part with are

knaves. 4. In difficulties it is better to lead a ten or an
ace as a rule, than a king or queen ; but to the rule

there are several exceptions. 5. It is seldom advisable

to go for four aces unless you happen to hold three, and
are in no difficulty. 6. If driven to lead an ace or a

ten, and your adversary does not take the trick, it is

often good play to lead another next time. 7. Do not

part with small trumps if it can be helped. 8. Do not

part with trump sequence cards. 9. Until near the end
do not part with, bezique cards, even after declaring

bezique. 10. Having a choice between playing a possible

scoring card or a small trump, or a card you have.

declared, play the decl red card so as not to expose your
hand. 11. Avoid showing your adversary by what you
declare, so that he shall not be able to make the trump
sequence or double bezique. 12. Whenever your ad-

versary leads a card of a suit of which you hold the ten,

take the trie with the ten. 13. Win the last trick if

possible. 14. In playing the last eight tricks your
object should be to save your aces or tens, and win those

of your adversary.
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THE SCORE.

Bezique—queen of spades and knave of diamonds 40
Double Bezique—two queens of spades, and two

knaves of diamonds . . . . .500
Sequence—ace, ten, king, queen, and knave of

trumps . ...... 250*

Four aces . . 100
Four kings . 80

Four queens . . 60
Four knaves . .40

Koyal Marriage—king and queen of trumps. . 40
Common Marriage—king and queen of any suit

not trumps . . . . . .20
Turning up the seven of trumps . . .10"
Playing the seven of trumps—except in last eight

tricks ........ 10
Exchanging the seven of trumps for the trump card 10
The last trick . .10
Each ace and ten in the trick—at end of each deal 10

Forfeits.

For drawing out of turn . . . . . 10
For playing out of turn . . . . 10
For playing without drawing . . . .10
For overdrawing . . . . . . 100'

For a revoke in the last eight tricks. All the eight tricks.

TREBLE BEZIQUE.

An extra pack of cards is needed for each other player
;

so that, in the case of three, the trump card is the

twenty-fifth, and four the thirty-third.

The game is always played from left to right, the first-

player on the left of the dealer commencing.

Three-handed Bezique is sometimes played with two

packs of cards, suppressing an eight, thus rendering:

them divisible by three.
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FOUR-HANDED BEZIQUE.

Four-handed Bezique may be played by partners

chosen by cutting. Partners sit opposite each other,

one collecting the tricks of both, and the other keeping

the score, or each may keep his own score.

A player may make a declaration immediately after

his partner has taken a trick. He may inquire of his

partner if he has anything to declare, before drawing.

Declarations must be made by each player separately,

as in Two-handed Bezique.

There are other modes of playing Bezique, the rules

for which are sold with the cards. If I am asked whose
are the very best cards made, I answer, unhesitatingly,

Messrs. Groodall and Son's. I have played with cards by
all makers, but I have found that Goodall's last longer,,

keep cleaner, are less liable to split, and are altogether

superior. Some great improvements have also been
made in their packs of late—as, for instance, keeping
the pips in the court cards all on one side of the figures ,

and generally in making the pips the same size.

TECHNICAL TERMS.
The Declarations—the exhibiting the combination of

cards—are thus made :

—

Bezique, or queen of spades and knave of diamonds
counts 40.

When the trump is either spades or diamonds, Bezique
may be queen of clubs and knave of hearts.

Bezique having been declared, may be again used to

form Double Bezique.

DOUBLE BEZIQUE
Is two queens of spades and two knaves of diamonds, and
counts 500. All four cards must be shown face upwards
on the table together.
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BEISQUES.

The aces and tens in tricks taken count 10 each.

Sequence is ace, ten, king, queen, and knave of trumps.

Royal Carriage, the king and queen of trumps.

Common Carriage, the king and queen of any suit

•except trumps.

Four aces, the aces of any suit or suits.

Four Icings, the kings of any suit or suits.

Four queens, the queens of any suit or suits.

Four knaves, the knaves of any suit or suits.

The cards forming the Declarations are placed on the

table to show that they are properly scored, and the

•cards may thence be played into tricks as if in your hand.

Kings and queens once married cannot be married

again, but can be used, while they remain on the table,

to make up four kings, four queens, or a sequence.

The king and queen used in a sequence cannot after-

wards be declared as a royal marriage.

If four knaves have been declared, the knave of

diamonds may be used again for a bezique, or to complete

a sequence.

If four aces have been declared, the ace of trumps

may be again used to perfect a sequence.

If the queen of spades has been married, she may be

again used to form a bezique, and vice versa, and again

for four queens.

Exchanging or playing the seven of trumps counts

10 ; the last trick counts 10,

TALON.

The cards remaining after distributing eight to each

player.

DECLABATION.
Showing and scoring any combinations named above

as shown under the heading of the score.
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EUCHBE,

Which we had a small game,
And, Ah Sin took a hand :

It was Euchre. The same
He did not understand.

But he smiled as he sat at the table,

With a smile that was child-like and bland.

Bret Harte's Heathen Chinee,

Euchre is the national game of America. It is

played by two, three, or four players, with a pack of

•cards from which the twos, threes, fours, fives and sixes

have been discarded, as in Ecarte. The cards take

rank as in Whist, with this exception : The knave of

trumps—the Eight Bower—and the other knave of the

same colour—the Left Bower—take precedence over the

rest of the trumps. Thus when hearts are trumps, the

cards rank thus :

—

Knave of Hearts.

Knave of Diamonds.
Ace, king, queen, ten, nine, eight, and seven of

hearts.

When diamonds are trumps, the knave is the Eight
Bower, and the knave of hearts the Left Bower.

In like manner, if clubs are trumps, the knave is

Eight Bower, and the knave of spades Left Bower ; if

spades are trumps the order is reversed ; the rest of the

trump cards taking rank as already shown—from ace to

seven.

The game, which is very simple, admits of the exer-

cises of much skill and watchfulness, as Bill Nye and
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his friend soon discovered when they played with that

heathen Chinee. It is governed by the following

RUtES.

1. The players cut for deal, the higher cut winning.

2. The cards are dealt : two to the first player, two*

to the dealer, then three to the first player and three to

the dealer, or three to each first and then two.

3. The eleventh card is turned up and is the trump.

4. Five points constitute game.

5. The player winning three or four tricks, counts one
point ; but if he should win all, two points.

6. The first player looks at his hand, and if he considers

it strong enough to score (that is, to win at least three

tricks), he can say, " I order it up "—meaning .that the

dealer is to put out one of his cards and take the trump
card into his hand in its stead.

7. If, on the other hand, he does not feel strong

enough, and desires a change of trumps, says, " I pass."

8. In the case of the first player, " ordering it up,"

the game begins. He plays a card and the dealer is

compelled to follow suit, if he can ; iL not, he may play

a smaller card, or trump.

9. The winner of the trick then leads, and so on till

all the ten cards are played.

10. If a player order the cards up and fail to make
three tricks, he is euchred—and his opponent counts two

points.

11. If the player, not being strong enough, " passes,

"

the dealer can then say, " I'll play," and take the trump

card into his hand ; but, as in the last case, if he fail to

score, he is euchred.

12. If they both " pass," the first player has the

privilege of altering the trump, and tho dealer is com-

pelled to play ; if, however, the former fail to score, he is

euchred. °
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13. If he " pass " for the second time, the dealer can

alter it with the same penalty if he do not score.

14. If both " pass " for the second time, the first

player deals, and so on till the game is concluded.

15. When trumps are led, if yon have no other than

the Left Bower, you must play it, when it counts the

same as a trump.

16. The score is marked by a two and three spot

card, each player marking his own score, as in Ecarte.

THREE-HANDED EUCHRE.

In this game fifteen cards are dealt, in the same man-
ner as in two-handed, the elder hand leading.

The rules are the same as in the last game, the tactics

in some cases being different.

If one player has scored four points, and the other two
a point each, it is allowable for them to help each other,

so as to prevent the other winning.

FOUR-HANDED EUCHRE.

Partners two ai d two play in this game.

Players can " order the card up" in the first round,

but are euchred when they fail to score.

The tricks taken by both partners count towards

for points.

If all "pass" the first round, the elder hand can

alter the trump ; should he decline, the second, and so

on.

If a player is very strong, when it comes to his turn,

he can say, " I can play alone." His partner then

throws down his hand, and he then plays against the

other two. If he obtain all the- tricks he counts three;

if three or four, only one; if only two tricks he is

eurhred.
,,

The rest of the rules are th^ same as in Two-handed
Euchre.
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But the hands that were played
By that heathen Chinee,

And the tricks that he made,
Were quite frightful to see ;

Till at last he put down a right bower
Which the same Nye had dealt unto me*

Then I looked up at Nye,
And he gazed upon me

;

And he rose with a sigh,

And said, " Can such things be ?

We are ruined by cheap Chinese labour

;

fS

And he went for that heathen Chinee.

In the game that ensued
I did not take a hand ;

But the cards they were strewed

Like the leaves on the strand,

With the cards that Ah Sin had been hiding

In the game he did not understand*
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DBOLE.

This new game is played with two packs of cards, from

which all up to the seven are discarded. It is played

by two persons thus :—After deciding the deal by cut-

ting, the dealer gives five cards to each, and puts the

rest of the pack aside. The value of the cards is-:

King, queen, knave, ace, ten, nine, eight, seven, as in

Ecarte ; but there are no trumps. The eldest hand plays,

a card on any division of the board, which is divided into

sections. A card played in its own suit can he won only

by a superior card of that suit If played on a suit

that is not its own, it can be won by a superior card of

either of the other suits ; but a card placed on the line

dividing two suits, neither being its own, can be won by
a superior card of its own suit, or of either of the two-

played upon ; and a card played over the place where
four suits join—that is, on all four suits—can be wron

by a superior card of any of them. The tricks count

according to the number of suits played on. Each
player plays to the card led, and must follow suit or win
the trick.

The king of hearts, led or played, wins every other

card in that suit, except the queen of hearts, queen of

spades, knave of diamonds, and the four aces—severally

known as Emperor, Empress, Beautiful Nell, Jack
Droll, and the Four Beggars. When two persons play,

twenty-three is game ; if more than two, seventeen.

Jack Drole has the power of robbing in any suit

—

i.e.*

sending back the player who wins the trick as many
points as he would have scored. The player of drole

cannot win the trick ; he merely sends back the winner, but
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he takes the next lead. If Jack Drole is led to a trick

he has only the same power as an ordinary knave, and
may win or be won.

The Four Beggars (the Aces).—When a trick con-

taining an ace scores more than two, the player of the

ace begs—namely, gets part of the score from the

winner. In a trick scoring three or four the ace gets

one, and the winner the remainder. In a six or eight-

trick the ace gets two, the winner the remainder. If a

trick is robbed the ace goes back in the same proportion,

and the winner goes back the remainder. When two

aces are in a trick the second ace gets nothing. There

is no begging in a trick which is won by an ace ; in a

trick which wins the game ; nor in a trick to which Nell

is played. An ace may be played to any suit.

Laws of Drole.—1. The lowest card deals. 2. The
player to the dealer's right cuts. 3. If the dealer gives

;any player more or less than five cards, and the player

declares it, there must be a fresh deal, and the dealer

.goes back four points. 4. If the dealer deals himself

less than five cards, he may complete his hand from the

stock before playing to the first trick, and is then not

liable to any penalty. 5. If a player has more or less

than five cards dealt him, and fails to declare it before

the first trick, he goes back four points, and can score

nothing that hand. 6. If a card is exposed in dealing

there must be a fresh deal. 7. If there is a card faced

in the pack, there must be a fresh deal. 8. If a player

deals out of his turn, the error may be rectified before

the deal is complete.
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* Surely, Monsieur, it is not hard,

In love, or play, to say « Discard ?'"

" My dear Madame, you would not, surely;

Discard the man who loves you purely f
Old Feench Play.

According to the general notion, Ecarte is a game
played, and to be played, only by professed gamesters.

It is unfortunately true, that many a young man has

been ruined by a too devoted attention to the game

;

true also that, for want of a sufficient knowledge, many
a u Verdant Green" has been a victim to Messrs. Sharp
and Bitem ; and equally true, that Ecarte is pretty

generally eschewed in private circles ; but nevertheless

and notwithstanding, it is a good game, an amusing
game, and, what is better than all, a scientific game.

A propos of the unfair side of the game, here is a little

anecdote :—A certain young nobleman, whom we will

call Lord Eathersopht, was in the habit of playing

Ecarte with Count Anyname, at a west-end club of

rather questionable character, and invariably lost. He
was a good average player, and was therefore often

puzzled to account for his opponent's continued success.

Telling me of the matter, I suggested the only probable

solution of the puzzle, namely, that the Count was
either very lucky or a cheat. We agreed to meet at

,
the club and watch the play—my lord playing and I

looking on. Well, the next night I met Eathersopht,

and after a while the Count made his appearance. The
play began, and for a long time I was unable to detect

anything like unfair proceedings on the part of my
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friend's antagonist. Game after game he won, and,

strange to say, always happened to either hold or turn

up the king at the right moment. I was puzzled.

New packs of cards were called for, and the best, in

their regular wrappers, were brought in. At last I

fancied I saw a wrong shuffle on the part of the Count,

and intimated, by the merest glance, my suspicions to

liis lordship. In an instant, Kathersopht, taking a pen-

knife from his waistcoat pocket, coolly opened it, and
dug the blade fiercely through the Count's white hand,

as it lay on the table. The foreigner shrieked with
pain, as his lordship politely drawled—•" If you haven't

the king under your palm, I beg your pardon !"

Simultaneously with the shriek, the Count's fingers

stretched and writhed ; and there, transfixed to the

table by the knife-blade, lay his majesty of hearts. It

it needless to say that the Count was ignominiously

Mcked out of the room, as soon as he had been com-
pelled to refund She money he robbed from my friend.

But to our chapter. Presuming that some, at least,

of my readers are altogether unacquainted with the

game, I must fain begin at the beginning. Of the

writers who have published any account of the game,

there are few who have done much to popularize it.

Major A., at the end of his " short whist," has a few

rules wdiich may be useful enough to players who
already understand Ecarte, but to none else. In
41 Bonn's Handbook of Games," Mr. Carleton reprints

a, long and rather tiresome treatise, in which, despite

Its desultory character, there is one good thing, which
is this :

—" Said a worldly Parisian to his son, whom
he discovered lamenting over an empty purse, 'My
son, until you have four eyes in your head, risk not

your gold at Ecarte\"
?

The author has but one better

counsel to offer—Play not at all ! While we give

credit to the author for his bon mot, we cannot, how-
ever

f
see its special applicability to an elaborate code
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of instructions on the very game he advises us not to

play. N'importe. Hoyle never wrote on the game at

all, though most of his editors include Ecarte in the

list of games that go by his name. Indeed, the modern

edition of Hoyle, published by Messrs. Longman, is at

least thirty years old, though it bears the date of 1874

on its title-page. And as to other books on this really

good and amusing game, they are too incorrect to be

taken for authorities. To be sure, Robert Hardie has

a - -y fair treatise in his edition of Hoyle, but then

the book i.
qs? j believe, long since gone out of print.

Under these <~--nmstances, and because I believe that

my selection of caA^ sanies would be incomplete with-

out it, I now attempt^ ^q^ter on Ecarte.
Paris is the birthplace 6t P,Carte (or Discard), and

for many years it has been considered the fashionable

game in the higher circles there. It is simple in its

nature, and easily learned ; but then it a&raits of much
calculation and circumspection. To be a good player

at Ecarte is, with many a fine French gentleman, a
really liberal education ; for, by means of his special

knowledge, he can make a fair living. Let us see, then,

what are

THE PRINCIPLES OP THE GAME.

1. Ecarte is played by two persons, with a pack of

cards, from which the two, three, four, five, and six of

each suit are discarded.

[It is usual among players to have two packs, one
with coloured backs, and to play with each pack
alternately ; this is, however, a mere, matter of

taste, and not essential to the game.]

2. The cards take rank as follows :—King, queen,

knave, ace, ten, nine, eight, seven.

3. The elder hand deals five cards to each player

by two and three at a time, and the eleventh card is

turned up on the pack, and is the trump.
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4. The non-dealer may then claim to change any of

all of his cards, if he is not satisfied with his hand.
He says, "I throw out," or "I propose," when the
dealer accepts or refuses as he thinks fit. If he accept,

he gives his adversary as many cards as he may require,

and changes as many of his own as he wishes. If he
refuses, the game proceeds with the cards as dealt.

[It is usual in Ecarte to use the French phrases

common to the game. Thus, instead of a I dis-

card," or "I propose," the player coto^v
says " J'ecarte," or " Je propose.""!

5. If the dealer refuse to exchange -*en nis adver-

sary proposes, the latter, if he m?^ tnree tricks, scores

two points; and if he ma^ tricks, he scores four

points.

[In some companies tne P^yer who plays without

exchanging? or who refuses to exchange when

changed, loses two points if he fail to make

three tricks.]

6. The non-dealer plays a card, to which his adver-

sary must reply by a card of the same suit, if he have

one. If he cannot follow suit, he must trump. In all

cases, the second player must head the trick if he can.

[In France it is usual to change cards more

than once, or indeed as long as the non-dealer

chooses to propose, till the pack is exhausted.

In this country, however, a single discard is

only allowed.]

7. The game consists of iire points, thus obtained :

—

The highest card of the suit led wins the trick. Three

tricks reckon one point towards the game ; the whole

five tricks two points ; a king of trumps one point.

8. Trump cards are superior to those of any other

suit, and take rank in the same order as the rest—the

ace being the lowest of the court cards.

9. After winning a trick the player leads from his

8trongest suit, whether trumps or not. [In some com-
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panies it is usual to play trump after trick.] If he

revoke, he may be obliged to retake his cards and play

them over again in the right way.

[In some companies, a revoke is punishable with

the loss of one point.]

10. Whoever holds the king of trumps, either as

the turn-up card, or in his hand, marks one point

^towards the game. Holding the king, he exclaims,
16 1 mark king," and marks it ; but he must do this

before a trick is turned, or he cannot claim the point.

[Thus a game may be completed in one deal.

The non-dealer holds the king of trumps, and
marks it; he proposes, and the dealer refuses

to accept. The hand is played out, and the

non-dealer makes the whole five tricks. He
then scores double the two for the tricks, which,

with the king, make five.]

11. Ecarte is played either in games or rubbers. A
rubber consists, as in whist, of two games won out of

three.

12. The deal is decided by cutting ; the holder of

the highest card deals; if the hands are dealt, the game
must go on, even if the pack be found to be incomplete.

In these twelve paragraphs, and the bracketed notes,

is contained the whole philosophy and mystery of

Ecarte. But the reader must by no means suppose

that when he has learned these rules he has qualified

himself to play a good game. On the contrary, there

are many minor points to be attended to before any
gentleman or lady can be said to be a tolerable player.

As it is common to adopt French phraseology in this

game, I will at once give

A LIST OP THE TERMS USED IN ECARTE

Abattre—To lower the cards and show them.
*Atout—Trump.
Avoir le main—The act of dealing.
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Battre—To shuffle the cards before dealing.

Carte Doublee ) m <. <? ^
Carte Gardee )

Tw0 Cards °f tlle same Sult"

*Couper—To cut.

Defausser—To refuse a suit.

*'Donner—To deal.

*Ecart—The cards thrown aside.

Eire a ladevine—To be embarrassed which suit to keep a

Foire—The same as " donner" to deal.

Fairs un main—To make a trick.

^Forcer—To play a superior card or an inferior.

La Belle—The highest card of any suit.

*La Vole—To make all the tricks.

*Le Point—One score of the five which compose
the game.

Levee—One trick made whilst playing.
*Proposer—Asking fresh hands, or part of fresh hands.

Refaire—To recommence distributing the cards.

Renoncer—Not to answer to the suit.

*Retourner—When the cards are dealt, to turn up
the first of the Talon,

Sous-forcer—To play a card inferior to what remains
of some suit in hand.

Talon—What remains of the pack after there has

been distributed to each player what he requires.

The terms with an asterisk (*J are those in most
common use in this country.

Now for the practice. And here I borrow the

cream of Mr. Carleton's instructions—or rather the

maxims of the writer's authority—since nothing

better or more concise has or can be said on the

subject.

GENERAL RULES FOR PLAYING ECARTE.

It is always good play to propose, even if you hold

the king and two trumps, because, if the dealer refuse

to accept, you score two points for three tricks. It is
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even advisable to propose, although you may only wish

to change a single card, in order to hazard the

dealer's refusal, or to make the vole of the proposal be.

accepted.

When a player expects to make the vole, and has

not trumps sufficiently strong to begin by playing

them, he must be careful to keep changing his suit, in

order not to be roughed, and to be abte to make a
trump, whatever it may be, at the fourth card after

having secured the point.

When a player has made two tricks, and remains

with the queen of trumps and two small ones, knowing
the king to be in the adversary's hand, he ought to

lead with one of the small trumps, and wait with the

queen guarded. Nothing could prevent his making
the odd trick even against king third.

When there is a fear lest the adversary should make
the vole, and the player has but one trump and four

weak cards, without any hope of making the point, he
must play his strongest single card, in order to get a
chance of employing his trump in case the suit of his

single card should be led up to him.

When the game is three against four, and the player

who is at four makes his adversary play, or plays him-
self without changing, the one who is at three, if he
have the king, would do well not to announce it, in

order to draw his antagonist into the error of leading

trump to pass his good cards, and be taken by the king
which he did not expect ; thus losing the point which
he would perhaps have won, had he known that the

king was in the adversary's hand : in this case it is the

less consequence for the player who is at three to

announce his king and mark it, inasmuch as he gains

two points—that is, the game, if he make three tricks,

his adversary having played, or forced him to play,

without changing.

To pass a card, means to lead it and make a trick
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with it, without its being taken by a higher of the same
suit or roughed.

Hands that may be played without changing are

termed " Jeux de Regies" The following are a few of

those which cannot fail to make three tricks, except

the adversary holds two trumps :—
1. A has one trump, no matter how small; a tierce

major and a small card of either remaining suit ; the

odds are more than 2 to 1 that he wins the point.

[Begin with the king of the tierce, and continue

the suit, if not roughed, until you are roughed

;

if it happens at the second card, your trump
will bring you back to your suit, and enable

you to make the third trick.]

2. Two trumps—a queen second, and a small card.

This hand ought to be risked, although the odds are

scarcely 2 to 1.

[If the trumps are small, begin by playing the

single card, being certain, if it is taken, the

adversary will not return the suit, and that he
will prefer playing a king if he has one ; should

it be of that suit of which you hold queen
second, you make her, later, with the two
trumps, supposing he has not superior ones.

But if one of the two trumps be strong—for

instance, the queen or the knave—you must
then begin with the queen guarded; because

you hope, if she is roughed, to regain the lead

with one of your trumps, and then make a trick

with Vv/ur knave or queen of trumps, in order

to pass the second card of the queen which has

been roughed.]

3. Two trumps ; a knave and ace of another suit

;

and another knave.

[Begin with the knave guarded ; if it passes, and
the trumps are sequences, and pretty high, risk

one ; if that makes, play the other, and then
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your ace, &c. Generally speaking, a player

ought to commence with a card which is

guarded, except when he fears the vole, or when
he can only hope for the point by being played

up to.~\

4. All hands which require only two cards to be

thrown out.

[In this class are found those " Jeux de Regies?

where the odds are not 2 to 1 that they will

win the point ; and yet they are played, be-

cause in two cards a player has much less

chance of taking in advaDtageously, than has

his adversary in the five which he perhaps re-

quires, amongst which he may find the king.

If you play with two trumps and a king un-
guarded, begin with a low card, and never with

the kingr

, in order to avoid getting it roughed

;

but, on the contrary, to be enabled to regain

the lead with one trump, play the other to

protect the king, and then pass it. Holding
three trumps, especially when sequences, it is

almost always the game to lead trump, no
matter how inferior they may be. There are

s© few hands which can be reckoned more ad-

vantageous to be led up to, than to lead, that

we need not mention them ; with such sort of

hands never refuse to change once, and never
accede to it a second time, if such a mode of

play be agreed on.]

HANDS "WHICH WIN OR LOSE THE POINT, ACCORDING
AS THEY ARE PLAYED.

1. Suppose a club the trump. The dealer has ace

of trumps, king and nine of diamonds ; knave and nine

of spades.

The player has queen of trumps, queen of spades,

ace of hearts, eight and seven of diamonds.
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The right game of the player is, to lead his eight of
diamonds, as it is guarded by the seven ; if the dealer

take with the nine, he ought to lose the point, and if

he take with the king, he ought to win it ; because
taking with the king, he intimates that he has no other

diamond, and, as he is certain that the adversary led!

the strongest of his suit, he runs no risk in employing
this ruse; then he plays his knave of spades, which is

also his guarded card ; the player takes with the queen,

and then leads queen of trumps, in order to pass his

seven of diamonds.

2. Suppose a heart the trump. The player has the
king, ace, and ten of trumps, the king of diamonds, and
the king of spades. The dealer has the queen, knaver
and seven of trumps, the eight and seven of clubs.

The player would feel almost sure of making the

vole, if to his king of trumps, with which he ought to

open the game, he sees fall the queen ; and yet this

would cause him to lose the point, if the dealer is

sufficiently adroit to throw her away, instead of the

seven on the king; because the player would then
continue leading trumps, by playing his ace, and the

dealer take it with his knave, and then play his eight

of clubs, which the player would rough with his ten

of trumps, and play one of his kings—the dealer would
rough this with his seven of trumps, and then pass his

second club ; the player, having no more trumps to

rough with, loses the point ; whereas, had the dealer

thrown the seven instead of the queen of trumps, on
the king, the player, fearful of meeting the queen and
knave of trumps accompanied by clubs, would not

have continued leading trumps, but played one of his

kings, and would necessarily have won the point.

CALCULATIONS FOR BETTING ODDS.

Add together the odds for and against, divide the

given sum ; or (say) £l into as many parts as there
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are odds, and give to each player as many shares as he
has chances.

ADMITTED RULES FOR BETTING ON ECARTE.

1. It is allowed to bet on either player, and the

bettors have the right of advising; but their advice, and
what they say, is counted for nothing by the adversary,

so long as the player has not spoken, Thus : if a bettor

calls " the king," and the player has not announced it

before playing his card, he no longer has the right to

score it, save in the case already cited in the chapter

on " Dealing."

2. The players have the privilege of taking all bets

on the opposite side, in preference to the company
looking on,

3. It is forbidden to look over the hand of the party

betted against.

4# The bettors have no right to speak about the

hand of their " partner" (or player whom they back)

;

and when they advise, they ought to point at the card

to be played or kept, but they ought neither to name
the card nor its suit.

5. Bets can be made on the rubber, the game, and
the point ; also when either or both players are at the

two, three, or four first points ; on the king and the

queen of trumps ; or on the suit of the trump.

6. The company have a right to give notice of all

errors which would be frauds, could it be supposed
they were done intentionally ; for example, if a player

scored a point too many, or took tricks not belonging
to him.

7. A player who quits the game los33 it ; but, in

this case, one of the bettors is obliged, by his own
interest, and that of the others, to take the vacant seat

and finish the game.
8. At the end of each game the winning player first

takes whatever is due to him, and then divides the
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remainder amongst the bettors, giving to each his due,

without, however, being responsible for errors which
may result from the inexactitude of the accounts ; the

deficit (if any) must be borne by the bettors amongst
them.

DEALING AND MISDEALING.

1. If the dealer give more or less cards than he is

asked for, he loses a point and the right of marking
king.

2. If the dealer deal himself more cards than he has

thrown out, he loses the point and the right of mark-
ing the king if he has it in his hand.

3. If he deal himself fewer, he completes his hand
from the first cards of the talon, since they are his by
his right.

4. If he only perceives it when he has played, the

player counts as tricks those cards which cannot be
covered.

5. If, however, the fault is not the dealer's, as in the

case where the player has asked for more or fewer

cards than he has thrown out, then the player loses

one point and the right of marking the king. But if he

has too few cards he may mark it, for the simple reason

that, holding the king with too few cards, he would, of

course, have equally held it, if he had asked for his

proper number.
6. Whichever (after having changed cards) holds

more than five, loses a point, and the right to score

the king.

7. Any case not mentioned in this chapter ought

to be decided against the player who commits the

fault.

8. If the dealer deal himself too few cards, the

adversary has a right either to make him take the

number wanting from the talon, or re-commence
the hand, taking the deal.
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9. If one of the two player, having too many or

too few cards, should J«card without giving notice to

his adversary ancL " tne latter should perceive it, either

from -^ antmg tne cards thrown out, or in any other

,,ay, the player who thus makes a false Ecarte loses

two points, and the right of marking the king, even if he

had turned it up.

REVOKING AND UNDER-FORCING.

1. It is forbidden to either revoke or imder-force

(sous-forcer). This term means the answering a card

with one of the same suit, but inferior value to those

remaining in hand ; for instance, putting the nine of

clubs on the ten, having the ace in hand.

2. When a player revokes or under-forces, he is

obliged to re-take his card, and the hand is played

over again ; but a player committing this fault does

not score if he make the point, and only scores one if

he make the vole.

GENERAL RULES AS TO FACING CARDS.

1. It is not allowable to look at the adversary's tricks

under pain of playing with the cards on the table.

2. The player who, through error, or purposely,

throws his cards on the table, loses one point, if he have
already made a trick, and two points if he has not.

3. The cards are considered as thrown on the table,

if, being embarrassed to keep a suit, a player lowers

them so as to show them to his adversary ; since it is

possible, by this movement, to make him believe that

the coup is abandoned, and induce him to show his

cards also.

4. A player who quits the game loses it.

5. If a faced card is found in the pack, and it is

perceived in dealing, the deal is null, except when the

faced card happens to be the eleventh, because, in that
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ease, there is no interference with its destiny, which
was " to have been turned up."

6. If it be only detected after the E^rte and the
faced card fall to the party receiving cards, lix, may
either keep it or begin the deal afresh, and take the deai,

the fault lying with the dealer—it being possible to

have been committed purposely, with a fraudulent

intention, by an unscrupulous player.

7. If the faced card fall (after the Ecarte) to the

dealer, the deal holds good ; equally good is it, should

the faced card remain unperceived till both players

have finished taking in cards.

Many illustrations of hands might be given ; but I

think, having printed the rules and the mode of

playing, the game may easily be learned by any gentle-

man who chooses to take the trouble. An ounce of

practice, &c.

ANOTHER SET OF LAWS.

1. He who does not show his cut, loses the deal; and

if he shows two cards, he must take the lowest.

2. The deal is good, though it should be discovered

afterwards that there are either too few or too many cards

in the pack.

3. If a faced card occurs in the pack during the first

deal, the deal is void, unless it should be the eleventh or

trump-card.

4. If faced cards are discovered in dealing for the

discard, and those cards fall to the dealer, he must take

them, and the deal is good ; but if they fall to the

adversary, he has the option to call a fresh deal or to

go on.

5. If the dealer shows any of his own cards in deal-

ing, the deal goes on ; but if any of the adversary's
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cards are shown, he lias the option to stand the deal or

oot, after inspecting his hand.

6. If too many or too few cards are dealt at first, and

it is discovered before the cards have been looked at, the

<3rror may be repaired, and the deal is good ; but if

either party has seen his cards, and the dealer has not

enough, the adversary may either permit him to com-

plete his hand from the Talon, or call a new deal. If he

has too many, the adversary may either draw the over-

plus cards from his hand, or take the new deal himself.

7. If the adversary has too few cards dealt to him,

he may take from the top of the Talon as many as

he wants ; or if he has too many, he may discard from

the overplus—having the option, in either case, of calling

a new deal.

8. The 6th and 7th 'rules are applicable where the

dealer is in fault ; but if the mistake has been caused by
the carelessness of the adversary in discarding or taking

in cards, he loses one point, besides being debarred from

reckoning the king, if he has it that deal.

9. If the dealer deals out of turn, and it is discovered

before the trump is turned, the cards are thrown up, and
the right dealer takes them ; if the error is discovered

after the trump is turned, but before the parties have

played or discarded, then the cards are to be put in

reserve for the next hand, and the proper dealer goes on
with the other pack : should the discovery, however, not

be made till after the parties have played or discarded,

then the deal is to be held good.

10. If the dealer shows more than one card in turning

up for trump, the adversary may either demand that the

eleventh card be the trump, and put the others showJ to

the bottom of the pack, or call a new deal.

11. The player who, under any pretence , looks over

his adversary's cards, or the discard, must play out the

hand with his own cards exposed.

12. Any one playing with more than five cards in his
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hand, loses a point, and cannot score the king if he
has it.

13. If one party play without previously naming the
suit, or play a suit different from the one named, he must
(if the other party require it) take up his card and play

the suit named ; but if the adversary judges the card

played to be more favourable for him than the suit

named, he covers it, and then it cannot be recalled.

14. A card played out of turn may be taken up, if not

played to ; but if covered by the adversary's card, it

must remain.

15. A card falling accidentally from the hand upon
the table, is considered to be played if it partly covers

or is partly covered by the adversary's card, but not

otherwise.

16. If it is discovered that a revoke has been made

—

that a party has refused to take a trick when he had:

a winning card—each must take up his cards, and play

the hand over again : if the offender wins the vole,

or five tricks, he is allowed to score only one point ; and

if he gains the point only, cannot score at all.

17. If a player throws down his hand either from

mistake or want of temper, and the cards get mixed, the

adversary scores two points.

18. The player who quits the game before it is

finished loses it ; but if any bets are depending, the

adversary is obliged to play it out with any of the

bystanders in the interest of the betters.

19. Lookers on have a right to interfere and point out

any errors in the play, which if intentional would be

unfair, such as taking up and scoring an adversary's

trick, revoking, &c. The person who bets on any
player is permitted to advise him in his game.

20. Bets must be renewed every game, if meant to

be continued ; and those*made on condition of revenge

are binding only against the winner, the loser not being

obliged to continue his bet.

Any case occurring, not embraced by these regula-

tions, is to be decided against the player who has com-

mitted a fault.
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"Best of all games for man and wife;

Full of amusement, free from strife

;

Of various fortunes, and from gambling free;

Picquet's the game, my love, for you and me."

Peice.

I quote Hoyle, or rather Hardie's edition of Hoyle.

for the instructions in this ancient and respectable

game ; for nothing better or more comprehensive has

as yet appeared.

Picquet is a game for two players. In preparing

the cards, the twos, threes, fours, fives, and sixes of

each suit are discarded from the complete pack, leaving

thirty-two cards, which have the same relative value

as at whist. The game consists of 101 points, and the

usual mode of marking them is by cards, viz., the six

and three of any suit to denote the units, and the six

and three of another suit for the tens, laid over each

other so as to exhibit a number of spots equal to the

points gained.

EXPLANATION OF TERMS USED IN PICQUET.

Talon, or stock, is the eight remaining cards, after

twelve are dealt to each person.

Repique, is when one of the players counts thirty

points in hand before his adversary has or can count
one, when, instead of reckoning thirty, he reckons

ninety, and proceeds above ninety as many points as

he could above thirty.

Pique, is when the elder hand counts thirty in hand
or play before the adversary counts one ; in which
case, instead of thirty, it reckons for sixty, to which

M
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is added as many points as may be reckoned above
thirty.

Capot, is when either party makes every trick, which
counts for forty points.

Cards, is the majority of the tricks, which reckons
for ten points.

Carte Blanche, is not having a pictured card in

hand, which reckons for ten points, and takes place of
everything else.

Quatorze, is the four aces, kings, queens, knaves, or
tens, and each quatorze reckons for fourteen points.

Threes of aces, &c, down to tens, reckon for three

points.

Point, is the greatest number of pips on cards of

the same suit, and are reckoned, the ace for eleven,

the pictured cards for ten, nines for nine, &c, and
count for as many points as cards.

Tierce, is three successive cards of the same suit?

and counts for three points. There are six kinds of

tierces, viz., ace, king, queen, called a tierce-major,

down to nine, eight, seven, a tierce-minor.

Quart, is four successive cards of the same suit, and
reckons for four points. There are five kinds of

quarts, viz., ace, king, queen, knave, called quart-

major, down to ten, nine, eight, seven, a quart-minor.

Quint, is five successive cards of the same suit, and
reckons for fifteen points. There are four kinds of

quints, viz., ace, king, queen, knave, ten, called quint-

major, down to knave, ten, nine, eight, seven, a quint-

minor.

Sixihne, is six successive cards of the same suit, and
reckons for sixteen points. There are three kinds of

sixiemes, viz., ace, king, queen, knave, ten, nine, a

sixieme-major, down to queen, knave, ten, nine, eight,

seven, a sixieme-minor.

Septihne, is seven successive cards of a suit, and
counts for seventeen points. There are two sorts, viz.,
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from the ace to the eight inclusive, a septieme-major, and
from the king to the seven inclusive, a septieme-minor.

Huitieme, is eight successive cards of the same suit,

and reckons for eighteen points.

MODE OF PLAYING PIOQUET.

On commencing the game, the players cut for de&l^

and he who cuts the lowest card is dealer. The deal is

made by giving two cards alternately until each player

has twelve. The remaining eight cards are placed oa
the table. The non-dealer has considerable advantage*,,

from being elder hand.

The players having examined their hands, the elder

hand takes the five cards which seem the least neces-

sary for his advantage, and, laying them aside, takes

as many from the talon or heap that is left ; and the

younger hand lays out three, and takes in the last

three of the talon.

When you have carte blanche, you must let your ad-

versary discard, and, when he is going to take his share

from the talon, you must, before he has touched it,

show your twelve cards, and your adversary must not
touch the cards he has discarded.

In discarding, the first intention in skilful players m
to gain the cards, and to have the point, which most
commonly engages them to keep in that suit of which*

they have the most cards, or that which is their

strongest suit ; for it is convenient to prefer, some-
times, forty- one in one suit to forty-four in another in
which a quint is not made ; sometimes, even having a.

quint, it is more advantageous to hold the forty-one^

where, if one card only is taken, it may make it ».

quint-major, gain the point, or the cards, which could
not have been done by holding the forty-four, at least,

without an extraordinary take-in.

Endeavour, in laying out, to get a quatorze, that i%
four aces, kings, queens, knaves, or tens, each of whieb
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reckons for fourteen. If you have four aces, you may
reckon also any inferior quatorze, as of tens, and your
adversary cannot reckon four kings, though he should

hold them, the stronger annulling the weaker. In

like manner, you can count three aces, and inferior

threes down to tens, while your adversary is not

entitled to count his three kings, &c. Quatorze kings,

if neither player has four aces, annul queens, and
queens annul knaves in the adversary's hand, by the

same rule.

The same is to be observed in regard to the hui-

tiemes, septiemes, sixihnes, quints, quarts, and tierces,

to which the player must have regard in his discarding,

so that what he takes in may make for him.

The point being selected, the eldest hand declares

what it is, and asks if it is good : if his adversary has

not so many, he answers, it is good ; if he has just as

many, he answers, it is equal ; and if he has more, he

answers, it is not good ; he who has the best counts

as many for it as he has cards which compose it, and
whoever has the point counts it first, whether he is

eldest or youngest ; but if the points are equal, neither

can count ; it is the same when the two players have

equal tierces, quarts, quints, &c.

The points, the tierces, quarts, quints, &c, are to be
shown on the table, that their value may be seen and
reckoned ; but you are not obliged to show quatorzes,

or threes of aces, kings, &c.

After each has examined his game, and the eldest,

by the questions he asks, sees everything that is good
in his hand, he begins to reckon. The carte blanche

is first reckoned, then the point, then the sequences,

and, lastly, the quatorzes, or threes of aces, kings, &c.

;

after which he begins to play his cards, for each of

which he counts one, except it is a nine, or an inferior

one.

After the elder hand has led his first card, the
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younger shows his point, if it is good, also the

sequences, quatorzes, or threes of aces, kings, &c, or

carte blanche, if he has it ; and, having reckoned them
altogether, he takes the first trick if he can with the

same suit, and counts one for it ; if he cannot, the

other turns the trick, and continues ; and when the

younger hand can take the trick, he may lead which
suit he pleases.

To play the cards well, you must know the strength

of your game, that is, by your hand you should know
what your opponent has discarded, and what he retains.

To do this, be particularly attentive to what he shows
and reckons.

As there are no trumps at Picquet, the highest card

of the suit led wins the trick.

If the elder hand has neither point nor anything else

to reckon, he begins to count from the card he plays,

which he continues till his adversary wins a trick, who
then leads in his turn. He who wins the last trick

counts two. When the tricks are equal, neither party

counts for them.

There are three chances in this game, viz., the

xepique, pique, and capot, all of which may be made
in one deal. Thus, the eldest hand having the point,

four tierce-majors, four aces, four kings, and four

queens, he will make thirteen points, by playing the

cards, and forty for the capot—which are reckoned
in this way ; first

—

Points.

Point ••• ••• o

Four tierce-majors 12
Four aces ... 14
Four kings

Four queens
B7 P%
Capot

14
14

13

40

Total

,

... 110
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To pique your antagonist, you must be elder hand;
for, if you are the younger hand, your adversary will

reckon one for the first card he plays ; and then your
iiaving counted twenty-nine in hand, even if you win

the first trick, will not authorize you to count more
than thirty.

LAWS OF THE GAME.

1. You must cut two cards at the least.

2. If a card be faced, and it happen to be dis-

covered, either in the dealing or in the stock, there

must be a new deal, unless it be the bottom card.

3. If the dealer turn up a card belonging to the

^Ider hand, it is in the option of the elder hand to

have a new deal.

4. If the dealer deal a card too few, it is in the

option of the elder hand to have a new deal ; but if

he stands the deal, he must leave three cards for the

younger hand.

5. If the elder or younger hand plays with thirteen

cards, he counts nothing.

6. If you play with eleven cards, or fewer, no
penalty attends it.

7. Should either of the players have thirteen cards

dealt, it is at the option of the elder hand to stand the

deal or not ; and if he chooses to stand, then the

person having thirteen is to discard one more than he

takes in ; but should either party have above thirteen

cards, then a new deal must take place.

8. The elder hand is obliged to lay out at least one
<;ard.

9. If the elder hand takes in one of the three

cards which belong to the younger hand, he loses

the game.
10. If the elder hand, in taking his five cards,

should happen to turn up a card belonging to the

younger hand, he is to reckon nothing that deal.
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11. If the elder hand touches the stock after he has

discarded, he cannot alter his discard.

12. If the younger hand takes in five cards, lie

loses the game, unless the elder hand has left two
cards.

13. If the elder hand leaves a card, and after he has

taken in, happens to put to his discard the four cards

taken in, they must remain with his discard, and he
play with only eight cards.

14. If the younger hand leaves a card or cards, and
mixes it with his discard before he has shown it to

• the elder hand, who is first to tell him what he will

play, the elder hand is entitled to see his whole dis-

card.

15. If the younger hand leaves a card or cards, and
does not see them, nor mixes them to his discard, the

elder hand has no right to see them ; but then they

must remain separate whilst the cards are playing, and
the younger hand cannot look at them.

16. If the younger hand leaves a card or cards, and
looks at them, the elder hand is entitled to see them,
first declaring what suit he will lead.

17. No player can discard twice, and after he has

touched the stock, he is not allowed to take any of his

discard back again.

18. When the elder hand does not take all his cards,

he must specify what number he takes or leaves.

19. Carte blanche counts first, and consequently

saves piques and repiques. It also piques and repiques

the adversary in the same manner as if those points

were reckoned in any other way.

20. Carte blanche need not be shown till the adver-
sary has first discarded ; only the elder hand must bid
the younger hand to discard for carte blanche ; which,
after he has done, show your blanche by counting the
cards down one after another.

21. The player who, at the commencement, does
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not reckon or show carte blanche, his point, or any
sequence, &c, is not to count them afterwards.

22. In the first place, call your point ; and if you
have two points, if you design to reckon the highest,

you are to call that first, and are to abide by your first

call.

23. If the elder hand calls a point, and does not
show it, it is not to be reckoned ; and the younger
hand may show and reckon his point.

24. You are to call your tierces, quarts, quints, &c,
next ; and to call the highest of them, in case you de-

sign to reckon them.

25. You are to call a quatorze preferar^v to three

aces, &c, if you design to reckon them.

26. If you call a tierce, having a quart in your hand,

you must abide by your first call.

27. If the elder or younger hand reckons what he
have not, he counts nothing.

28. If the elder hand calls forty-one for his point,

which happens to be a quart-major, and it is allowed

to be good, and only reckons four for it, and plays awayy

he is not entitled to count more.

29. If the elder hand shows a point, or a quart or

tierce, and asks if they are good, and afterwards forgets

to reckon any of them, it bars the younger hand from

reckoning any of equal value.

30. Whosoever calls his game wrong, and does not

correct himself before he plays, is not to reckon any-

thing that game ; but the adversary is to reckon all he

has good in his own game.

31. The player who looks at any card belonging to

the stock is liable to have a suit called.

32. Any card that has touched the board is deemed
to be played, unless in case of a revoke.

33. If any player names a suit, and then plays a.

different one, the antagonist may call a suit.

34. Whoever deals twice together, and discovers it
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previous to seeing his cards, may insist upon his adver-

sary dealing, although the latter may have looked at

his cards.

35. Should the pack be found erroneous in any deal,

that deal is void; but the preceding deals are valid.

CALCULATIONS.

The following calculations of the chances of taking

in certain cards from the talon or stock will greatly

assist the player in discarding his hand well.

1. The chance of an elder hand's taking in one cer-

tain card, is three to one against him.

2. That of his taking in two certain cards, is eighteen

to one against him.

3. The odds that an elder hand takes in four aces,

are 968 to 1 against him; at least three of them,

is about 33 to 1 ; two of them, 3 to 1 ; one of

them, 2 to 5.

4. If an elder hand has one ace dealt him, the odds

that he takes in the other three are 113 to 1 against

him ; two of them, about 6 to 1 ; one of them, 2 to 3.

5. If an elder hand has two aces dealt him, the odds
that he takes in the other two are 18 to 1 against him;
at least one of them, is near 5 to 4, or 21 to 17.

6. In case the elder hand has two aces and two kings

dealt him, the odds that he takes in either the two aces

or two kings remaining are about 17 to 2 against him.

7. The elder hand having neither ace nor king dealt

him, his chance to take in both an ace and a king
is, in two cards, about 11 to 1 against him ; in three

cards, 4 to 1 ; in four cards, 9 to 5 ; in five cards,,

33 to 31.

8. The odds that a younger hand takes in two cer-

tain cards are 62 to 1 against him.

9. The odds that a younger hand takes in three cer-

tain cards are 1,139 to 1 against him.
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10. The younger hand having no ace dealt him, the

chance of his taking in one is 28 to 29 against him.

11. If the younger hand has one ace dealt him, the

odds of his taking in one or two of the three remaining

aces are about 21 to 1 against him; at least one of

them, 3 to 2.

12. The odds that the younger hand takes in one
certain card are 17 to 3 against him.

13. The odds against a carte blanche occurring are

1,791 to 1.

The following

CASES OF INSTRUCTION AND CURIOSITY

I quote from the very lucid and (I doubt not) learned

treatise in " Bonn's Handbook of Games :"

—

1. Suppose you are younger hand, and that you
have the queen, knave, seven, eight, and nine of clubs

;

also the seven, eight of diamonds, the seven of hearts,

and the ten, nine, eight, and seven of spades; and that

the elder hand has left a card,

Q. How are you to discard, to put it in the power of

the cards to repique the elder hand ?

A. You are to carry the five clubs and the four

spades, and to leave a card ; and by taking in the ace,

king, and ten of clubs, you repique your adversary.

2. Suppose you have eight clubs, the ace and king

of diamonds, the ace of hearts, and the ace of spades.

Q. Whether do you repique the younger hand or

not?
A. The younger hand may have a carte blanche, by

having three quarts to a ten, which reckons first, and
therefore he is not repiqued.

3. What is the highest number to be made of a

pique ?

A. Eighty-two points.

Q. What are the cards which compose that number?
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A. A quart-major in two suits, ace, king, and ten of

Ihe third, with the ace of the fourth.

This is only upon the supposition that the quart-

major is good for everything.

4. What is the highest number to be made of a

arepique and capot ?

A. A hundred and seventy points.

Q. What are the cards which compose that number ?

A. The four tierce-majors, which are supposed to be
good for everything.

5. Suppose you are elder hand, and that you want
eight points of the game, and that the younger hand
wants twenty-three points; and suppose you have
dealt you the ace, king, and queen of clubs, the ace,

king, and ten of diamonds ; the ace, knave, and nine

of hearts ; the knave, nine, and seven of spades,

Q. How are you to discard, to prevent any possi-

bility of the younger hand's making twenty-three

points, without his reckoning a carte blanche ?

A. You are to discard the king and queen of clubs,

and the knave, nine, and seven of spades; by which
method of discarding you are certain to make eight

points, before the younger hand can make twenty-three

points.

6. Suppose you have the ace, queen, knave, and
knave of clubs, with the king and ten of diamonds

;

and suppose your adversary has the ace, queen, and
knave of diamonds, and the king and ten of clubs, your
adversary being to lead, is to make five points, or to

lose the game,

Q, How shall you play to prevent him from making
five points?

A. When he plays his ace of clubs, you are to play

your king of clubs ; by which means he can make only

four points.

7. A and B play a partie at Piquet.

They are one game each of the partie.
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A has it in his power to win the second ga*ne ; but
then he is younger hand at the beginning of the next
game.

A has it also in his power to reckon only ninety-nine

points of the second game, and B is to be seventy

:

Q. Whether it is As interest to win the second

game or not?

A. It is A's interest to win the second game, in the

proportion of fourteen to thirteen in his favour.

It is usual in the books, as the lawyers say, to give

computations on the methods for safely laying money
on this game ; but as my Handbook is intended to

teach gentlemen how to play at cards, and not how to

gamble, I refrain from saying more than

—

It is about five to four on the elder hand winning

the game.
It is about two to one against the elder hand lurch-

ing the younger.

It is at least four to one against the younger hand
lurching the eider.
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" We have played together,

Many a time and oft, at Put and Crib

;

And at All-Fours have cheated with the best.

How can we reconcile such conduct with our honest
seeming,

Or bear our heads so proudly in the world f
Maetin F. Tupper (?)

Among- the minor games at cards, All-Fours holds a

deservedly high place. Although not often played in

the clubs, or by what are called first-rate people, it is,

nevertheless, a good, amusing game enough. It is

played with a complete pack of cards, usually by two
persons, but sometimes by four, in two partnerships. It

derives its name from the four chances of which it con-

sists, for each of which a point is scored ; namely

—

High, the ace of trumps, or next best trump in the

non-dealer's hand.

Low, the deuce of trumps, or next lowest out, which
is reckoned by the person to whom it is dealt.

Jack, the knave of trumps,

Game, the majority of pips, collected from the tricks

taken by the respective players. The cards from which
this is obtained are, ace, king, queen, knave, and ten

of trumps. The ace reckons for four pips, the king
for three, the queen for two, the knave for one, and the

ten for ten.

MODE 6^ PLAYING.

The cards rank in the same order as at Whist, and
nine or ten points constitute the game ; the best mode
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of marking them is by counters as at Whist, or by twc
cards.

Each player cuts for deal, and the lowest is dealer.

The deal is made by giving one card alternately, until

each player has six, and turning up the thirteenth card,

which is trump. If the card turned up is a knave, the

dealer scores one point to his game ; but the knave of

trumps in hand does not reckon, unless you make a

trick with it ; for if your adversary takes it with the

ace, king, or queen, he scores it.

Endeavour to make your knave and ten of trumps
as soon as you can, as they are reckoned by the person

in whose tricks they are.

Always win your adversary's best cards when you
can, either by trumping them, or with superior cards

of the same suit. 'In every other respect, the game Is

played the same as Whist.

LAWS OF THE GAME.

If, in dealing, the dealer shows any of his opponent's

cards, the opponent may demand a fresh deal.

The dealer giving his adversary more cards than are

required, there must be a new deal ; or if both parties

agree, the extra caids may be drawn by the dealer

from his adversary's hand. The same if the dealer

give himself too many cards. But in either case, if

part of the cards have been played, a new deal must
take place. You cannot beg more than once in a hand,,

unless both parties agree.

With strict players, the adversary may score a point

whenever his opponent does not trump or follow suit,

and each calculates his game without inspecting the

tricks, which, when erroneously set up, must not

only be taken down, but also the antagonist either

scores four points or one, as shall have been agreed

upon.
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There are several varieties of the game of All-

Fours, but enough has been said to make the reader

comprehend ifc.

In the game called Blind-all-Fours, the first card

played by the non-dealer is trumps ; and, with this

exception, the foregoing rules are identical in both
games.

All-Fjves is another variety, in which the five of

trumps counts five on the cribbage-board ; the king,

three ; queen, two ; ace, four ; knave, one ; and ten,

ten, The game is sixty-three up, and is played like

All-Fours*
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" Belinda now, whom thirst of fame invite?,

Burns to encounter two advent'rous knights

At Ombre, singly to decide their doom,
And swells her breast with conquests yet to com8.
Straight the three bands prepare in arms to join

;

Each band the number of the sacred Nine.

Soon as she spread her hand, th' aerial guard
Descend, and sit on each important card :

First Ariel perch'd upon a matadore,
Then each, according to the rank they bore;
For sylphs, yet mindful of their ancient race,

Are, as when women, wond'rous fond of place."

Pope.

Quadrille is tlie game celebrated by Pope in his
s*Rape of the Lock." A writer in the Athenaeum,

while reviewing my " Whist/ 5

accuses me, by implica-

tion, of slighting this fine old game. I beg to assure

him, and all my readers, that it was never my intention

to do anything of the kind, in proof of which I append
a description of the game as given in most of the

editions of Hoyle ; and notably by Mr. Bohn in his

Handbook. I never played the game, so that I can-

not say whether the directions are true or false. Let

us presume the directions to be correct. The game
is seldom played now-a-days; but it is a good game,

as I take it, notwithstanding. Tempora mutantur, et

nos mutamur in illis.

Quadrille is played by four persons, and the num-
ber of cards required are forty ; the four tens, nines,

and eights, being discarded from the pack. The deal

is made by distributing the cards to each player, three
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at a time for two rounds, and four at a time for one

round, commencing with the eldest hand, the right

hand player.

The trump is made by the person who plays, with

or without calling, by naming spades, clubs, diamonds,

or hearts, and the suit so named becomes trumps.

The following show the rank and order of the

cards :—

RANK AND ORDER WHEN TRUMPS.

Clubs and Spades,

Spadille, the ace of spades.

Manille, the deuce of spades or of clubs.

Basto, the ace of clubs.

King. Knave. Six. Four.

Queen. Seven. Five.

11 in all.

Three,

Hearts and Diamonds.

Spadille, the ace of spades.

Manille, the seven of hearts or of diamonds.

Basto, the ace of clubs.

Panto, the ace of hearts or of diamonds.

King. Knave. Three. Five*

Queen, Deuce. Four.

12 in all

Six.

RANK AND ORDER WHEN NOT TRUMPS.

Clubs and Spades.

King. Seven. Four.

Queen. Six. Three.

Knave. Five.

9 in all.

Deuce.



194 A CHAPTER ON QUADRILLE.

Hearts and Diamonds,

King. Deuce, Five.

Queen, Three. Six.

Knave, Four. Seven.

Ace.

10 in all.

From these tables it will be observed that spadille

and basto are always trumps ; and that the red suits

have one trump more than the black, the former twelve,

and latter only eleven.

There is a trump between spadille and basto, which
is called manille, and is in black the deuce, and in red

the seven; they are the second cards when trumps,

and the last in their respective suits when not trumps.

Example: the deuce of spades being second trump,

when they are trumps, and the lowest card when
clubs, hearts, or diamonds, are trumps ; and so of the

rest.

Punto is the ace of hearts or diamonds, which is

above the king, and the fourth trump, when either of

those suits are trumps ; but are below the knave, and
called ace of diamonds or hearts, when they are not

trumps. The two of hearts or diamonds is always

superior to the three ; the three to the four ; the four

to the five ; and the five to the six ; the six is only-

superior to the seven when it is not trumps, for when
the seven is manille, it is the second trump.

There are three matadores—viz., spadille, manille,

and basto ; whose privilege is, when the player has no
other trumps but them, and trumps are led, he is not

obliged to play them, but may play what card he thinks

proper, provided, however, that the trump led is of an

inferior value ; but if spadille should be led, he that
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lias manille or basto only is compelled to lead it, which

is the case with basto in respect to manille, the supe-

rior matadore always forcing the inferior.

TERMS USED IN THE GAME.

To ash leave is to ask leave to play with a partner,

by calling a king.

Basto is the ace of clubs, and always the third best

trump.

Bast is a penalty incurred by not winning when you
stand your game, or by renouncing ; in which case you
pay as many counters as are down.

Cheville is being between the eldest hand and the

dealer.

Codille is when those who defend the pool make
more tricks than those who defend the game, which is

called winning the codille.

Consolation is a claim to the game, always paid by
those who lose, whether by codille or demise.

Devole is when he who stands the game makes no
trick.

Double is to play for double stakes, with regard to

the game, the consolation, the sans prendre, the mata-
dores, and the devole.

Force, the ombre is said to be forced when a strong

trump is played for the adversary to over-trump. He
is likewise said to be forced when he asks leave, and
one of the other players obliges him to play sans

prendre ; or pass, by offering to play sans prendre.

Forced spadille is, when all have passed, he who has
spadille is obliged to play it.

Forced sans prendre is, when having asked leave,

one of the players offers to play alone, in which case

you are obliged to play alone or pass.

Friend is the player who has the king called.

Impasse.—To miko the impasse is when, being iia
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eheville, the knave of a suit is played, of which the

player has the king.

Manille is, in black, the deuce of spades or clubs

;

in red, the seven of hearts, or diamonds, and is always

the second best trump.

Mark means the fish put down by the dealer.

Mille is a mark of ivory wrhich is sometimes used,

and stands for ten fish.

Matadores, or matts, are spadille, manille, and basto
9

which are always the three best trumps. False mata-
dores are any sequence of trumps, following the mata-
dores regularly.

Ombre is the name given to him who stands the

game, by calling or playing sans appeller, or sans

prendre.

Part?/ is the duration of the game, according to the

number of tours agreed to be played.

Pass is the term used when you have not a hand
either to play alone or with calling a king.

PontOi or Punto, is the ace of diamonds, when dia-

monds are trumps ; or hearts, when they are trumps,

and is then the fourth trump.

Pool.—The pool consists of the fishes, which are

staked for the deal, or the counters put down by the

players, or the basts which go to the game. To defend

the pool is to be against him who stands the game.

Prise is the number of fish or counters given to each

player at the commencement of the game.

Regie is the order to be observed at the game*

Remise is when they who stand the game do not

make more tricks than they who defend the pool, and

then they lose by remise.

Renounce is not to play in the suit led when you
have it ; likewise when not having any of the suit led

7

you win with a card that is the only one you have of

that suit in which you play.

Reprise is synonymous with party.
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Report is synonymous with reprise and party.

Roi Rendu is the king surrendered when called and

given to the ombre, for which he pays a fish ; in which

case, the person to whom the game is given up, must
win the game alone.

Spadille is the ace of spades, which, is always the

best trump.

Sans Appeller is playing without calling a king.

Sans Prendre is erroneously used for sans appeller,

meaning the same.

Tenace is to wait with two trumps that must make
when he who has two others is obliged to lead ; such

as the two black aces against manille or punto.

Tours are the counters, which they who win put
down, to mark the number of the coups played.

Vole is to get all the tricks, either with a friend or

alone, sans prendre, or declared at the first of the

deal.

LAWS OF THE GAME.

1. The cards are to be dealt by fours and threes,

and in no other manner. The dealer is at liberty to

begin by four or three. If in the dealing there is a
faced card, there must be a new deal, unless it is the
last card.

2. If there are too many or too few cards, it is also

a new deal.

3. No penalty is inflicted for dealing wrong, but the
dealer must deal again.

4. He who has asked leave is obliged to play.

5. No one should play out of his turn ; if, however,
he does, he is not basted for it, but the card played
may be called at any time in that deal, provided it

does not cause a revoke; or either of the adversaries
may demand the partner of him who played out of
his turn, or his own partner, to play any suit he
thinks fit.
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6. No matadore can be forced but by a superior

matt; but the superior forces the inferior, when led

by the first player.

7. Whoever names any suit for trumps must abide

by it, even though it should happen to be his worst

suit.

8. If you play with eleven cards you are basted.

9. If you play sans prendre, or have matadores, you
are to demand them before the next dealer has finished

his deal, otherwise you lose the benefit.

10. If any one names his trump without asking

leave, he must play alone, unless the youngest hand
and the rest have passed.

11. If any person plays out of his turn, the card

may be called at any time, or the adversary may call

a suit.

12. If the person who won the sixth trick plays the

seventh card, he must play the vole.

13. If you have four kings, you may call a queen to

one of your kings, or call one of your kings, but you
must not call the queen of trumps.

14. If a card is separated from the rest, and it

is seen, it must be played, if the adverse party has

seen it, unless the person who separated it plays sans

prendre.

15. If the king called or his partner play out of his

turn, no vole can be played.

1 6. No one is to be basted for a renounce, unless

the trick is turned and quitted ; and if any person

renounces, and it is discovered, if the player should

happen to be basted by such renounce, all the parties

are to take up their cards and play them over again.

17. Forced spadille is not obliged to make three

tricks.

18. The person who undertakes to play the vole has

the preference of playing before him who offers to play

eaus prendre.



RULES FOR LEARNERS. 199

19. The player is entitled to know who is his king

called, before he declares the vole.

20. When six tricks are won, the person who won
the sixth must say, " I play, or do not play, the vole,

n

or, "I ask"—and no more.

21. He who has passed once has no right to play

after, unless he has spadille ; and he who asks must
play, unless somebody else plays sans prendre.

22. If the players show their cards before they have
won six tricks they may be called.

23. Whoever has asked leave, cannot play sans

prendre, unless he is forced.

24. Any person may look at the tricks when he is

to lead.

25. Whoever, playing for a vole, loses it, has a right

to stakes, sans prendre, and matadores.

26. Forced spadille cannot play for the vole.

27. If any person discover his game he cannot play

the vole.

28. No one is to declare how many trumps are out.

29. He who plays, and does not win three tricks, is

basted alone, unless forced spadille.

30. If there are two cards of a sort, it is a void deal^,

if discovered before the deal is played out.

RULES FOR LEARNERS.

When you are the ombre, and your friend leads

from a matt, play your best trump, and then lead the
next best, the first opportunity.

If you possess all the trumps, continue to lead them,
except you hold certain other winning cards.

If all the other matts are not revealed by the time
you have six tricks, do not run a risk by playing for

the vole.

When you are the friend called, and only a matt,

lead it ; but if it is guarded by a sitfall trump, lead
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that. But when the ombre is last player, lead the

best trump you possess.

Punto in red, or king of trumps in black, are good
cards to lead when you are best ; and should either of

them succeed, then play a small trump.

If the ombre leads to discover his friend, and you
have king, queen, and knave, put on the knave.

Preserve the suit called, whether friend or foe.

When playing against a lone hand, never lead a

king, unless you have the queen ; nor change the suit

;

and prevent, if possible, the ombre from being last

player.

You are to call your strongest suits, except you have

a queen guarded ; and if elder hand, you have a better

chance than middle hand.

A good player may play a weaker game, either elder

or younger than middle hand.

In Mr. Bonn's " Handbook," various examples of

games are given ; in this treatise I do not consider it

necessary to go that length; the more especially as

this difficult, and once fashionable, game, requires

much actual practice before it can be well played.

The game of Quadrille (like Ombre, the two-handed

game) and Keversis, is now nearly extinct. It has

been superseded by Whist, which is less intricate, more
amusing, and infinitely more scientific.

44 And now (as oft in some distemper'd state),

On one nice trick depends the gen'ral fate

;

An ace of hearts steps forth : the king unseen
Lurk'd in her hand, and mourn'd his captive queen;
He springs to vengeance with an eager pace,

And falls like thunder on the prostrate ace.

The nymph exulting, fills with shouts the sky.

The walls, the woods, and long canals reply.**
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REVBRSIS.

" Like Quadrille, this game has gone out of fashion ; but, as

old fashions are reviving, it is possible that Eeversis may again

be played in clubs and private houses."

—

Saturday Review.

Eeveksis is played by fonr persons, and a pack of

cards, from which the four tens have been discarded.

Each player should have a box, containing 6 contracts

reckoned as 48 counters each, .20 counters 6 each, and

32 ; making in all 400 counters. There are two pools

called the great and the little Quinola pools (the great

one to be under the little one), which are to be placed

at the dealer's right hand.

The deal is to the right ; tiiree cards are given to each

person the first round, and four to the dealer, and four

round afterwards, so that the dealer will have twelve

cards, and the rest eleven each ; the three remaining

are to be placed singly on the table, opposite the three

non- dealers, each of whom puts out a card under the

pool, and replaces it with the card opposite to him on
the table. The dealer also puts out one, but does not

take one in ; should, however, there be three remises or

stakes, in the pools, then it is at the option of any player

to take a card or not ; if he does not, he may see the

card before it is placed to the discard ; then, previous to

playing, the opposite parties exchange one with each

other. The cards rank as at whist, and the points in

the tricks are forty ; each ace reckoning 4, king 3, queen

2, and knave 1. The points in the discard which form
the party, reckon as in the tricks, except the ace of

diamonds and the knave of hearts as great quinola. The
former reckons five, the latter four. The player having
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the fewest points wins the party. If two have the-

same number of points, then he who has the fewest.

tricks has the preference. If points and tricks are

equal, then he who last dealt wins ; but he who has

not a trick has the preference over him who has a trick

without points ; and the espagnolette played and won,,

gains the party in preference to the last dealer.

When every trick is made by the same person, there-

is no party, and this is called making the Eeversis.

The Great Quinola Pool is to consist of 26 counters,

and to be renewed every time the same is cleared, or has
fewer in it than the 26. This stake is attached to the

knave of hearts, or Great Quinola, which cannot be put

to the discard, unless there are 3 stakes, or 100 counters

fish, in in the pool. The little quinola pool, containing-

13 counters, and attached to the queen of hearts, as little

quinola, is to be renewed in the same manner, and the

little quinola cannot be put to the discard, unless there

are 3 stakes or 50 counters in the pool. Each time either

or both of the quinolas are placed, or played on a renounce,

they are entitled to the stakes attached to them, except

when there are three stakes in the pool ; then the great

quinola is to receive 100 counters, and the little quinola

50. On the contrary, each time the quinolas are forced,,

gergi, or led out, the stakes are to be paid in the same*

proportion as they would have been received, except in

the single instance of the person who played the quinolas

making the Eeversis, when the quinola, to be entitled to

any benefit, must be played before the two last tricks.

Every trick must be gained by one person to make'

the Eeversis, which is undertaken when the first nine are

made by the same person ; there is then an end of the

party, and of the quinolas, if held by him, except he has

played both, or either of them, before the two last

tricks ; but, on the contrary, should his reversis be'

broken, he then is not only to pay the reversis broken,,,

but the stakes to the pools for the quinolas he may
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have played before the reversis was undertaken. All

consolations paid for aces or quinolas by the person

undertaking the reversis are to be returned on winning it*

The espagnolette is either simply 4 aces, 3 aces and

1 quinola, or 2 aces and 2 quinolas. The player who
holds the same has a right to renounce in every suit

during the whole game ; and if he can avoid winning a.

trick, and there is no reversis, he of course wins the

party in preference to him who is better placed; but

if obliged to win a trick, he then pays the party tc*

the other, and returns the consolations he may have

received for aces or quinolas ; and if he has a quinola,

he must pay the stake to the pool, instead of receiving

it. The player having the espagnolette is at liberty to

wave his privilege, and play his game as a common one

;

but loses that privilege the moment he has renounced,

playing in suit. The player of the espagnolette re-

ceives consolation in any part of the game, if he forces

the quinola.

If the reverses be won or broken, the espagnolette

pays singly for all the company. When the holder of

the espagnolette can break the reversis, he is paid,

ais before mentioned, by the person whose reversis

he has broken ; he can also undertake the reversis*

but then his hand must be played as a common game..

If the espagnolette has placed his quinola, and there-

is a reversis either made or broken, he is not to receive

the stake ; for when the reversis is attempted, the

stakes are neither received nor paid, except by him
who undertakes the same. If by another player having

the ace or king of hearts, the espagnolette has, in any

part of the game, either of his quinolas forced, he
pays the stake and consolation to him that forces, except,

there be a reversis.

The dealer always puts two counters into the great

quinola pool, and one into the little one ; besides which*

every player, at the commencement, puts 6 into the former.
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and 3 into the latter; and each time the stakes are

drawn, or there are fewer counters in the pool than the

original stakes, the pool must be replenished as at

the first. To the points in the discard, four are to

be added for the party. The person who gives an
ace upon a renounce receives a fish from the person

who wins the trick, and if it is the ace of diamonds
he receives two. The person who forces an ace, receives

the same payment from all the players. The great

quinola placed upon a renounce, receives 6 counters, the

little 3 ; and if either be forced, the person who forces

receives the same payment from all the players,, and
these payments should be made immediately, without

being asked for. One or more aces, or either of the

quinolas, played or gergi, that is, led out, pay the same
as if they had been forced, to the person who wins the

party ; but it is for him to recollect and demand them.

"When either ace or quinola are placed, played, or gergi

the last card, it is called a la bonne, and paid double
;

and all payments whatever are double to the person who
sits opposite. The payments for the reversis, made or

broken, are 80 counters, each player paying 20, and the

opposite party 40, when the reversis is made : but, when
broken, the whole is paid by the person whose reversis is

broken ; that is, he pays the person breaking it exactly

the same he would have received had he won it.

LAWS OF THE GAME,

1. The person who misdeals loses his deal.

2. Any player taking his card without having put out

to the discard, the deal is void.

3. The eldest hand is to see all the stakes deposited,

as he is answerable for all deficiencies.

4. The discard is not to be changed after it is put

out.

5. The eldest hand should not play a card until the
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discard is complete : should he only have played, he is

permitted to take np his card, and play another.

6. No person to play out of his turn.

7. Should it be perceived, at the end of the game,

that there is a mistake in the discard, the deal is void,

and must be made again.,

8. No payments can be demanded after the cards are

cut.

9. The person who throws down his cards, thinking

he can win the remaining tricks, must pay for any

quinola or ace which has or can be placed or given
;

and, in case of undertaking a reversis, the person who
might break it can insist on his playing the cards as he

who can break it may direct.

10. The player, whether thinking he has won the

party or not, asks for the aces or quinolas led out,

before the person who has really won the party demands
them, he must pay for him who otherwise might have

been called upon to pay.

11. Before playing a card, it is always permitted to

ask how the cards have been played, but it is not

allowed to observe it to others not making the inquiry.

12. Any player may examine his own tricks at any
time, but must not look at those of any others player, •

except the last trick, which is open to all to see.



A CHAPTER ON POPE JOAN.

" A female Pope once ruled the Church.
Now she is degraded to the card-table;

And is not supreme even there."

Masters.

Pope Joan, like Matrimony, is a game at which a
number of persons may play. It is one of the best of

the round or social games, and is seldom played with-

out a board divided into compartments; though, of

course, a sheet of paper marked out in squares would
do as well. Everybody is acquainted with the Pope
Joan board, which is to be had -in the Lowther-arcade,

gaily painted, for half-a-crown, and of most toy-sellers

-and country stationers.

The first step in the game is to prepare the pack of

catds, which is done by rejecting the eight of dia-

monds. The deal is then settled by cutting or dealing

the cards for the first knave, &c. The dealer then

shuffles the cards, and his left-hand neighbour cuts

them. The dealer next goes through the ceremony of

what is called dressing the board. This he does by
placing in their proper compartments fish, counters, or

money stakes. It must be premised that the game is

generally played for counters purchased previously to

the commencement of the game.

The board is dressed in the following manner :—The
dealer places one counter each to Ace, King, Queen,

Knave, and Game ; two to Matrimony, two to Intrigue,

and six to the Nine of Diamonds—the Pope.

This dressing is, in some companies, at the expense

of the dealer ; though, in others, the players contribute

each two stakes.
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fiie cards are next to be dealt round equally to

^every player, one turned up for trump, and about six

or eight left in the stock to form stops; as, for

example, if the ten of spades be turned up, the nine

consequently becomes a stop ; the four kings and the

seven of diamonds are always fixed stops, and the

dealer is the only person permitted, in the course of

the game, to refer occasionally to the stock for infor-

mation what other cards are stops, in their respective

deals.

If either ace, king, queen, or knave, happen to be

the turned-up trump, the dealer may take whatever is

deposited on that head ; but when Pope be turned

up, the dealer is entitled both to that and the game,

besides a counter for every card dealt to each

player.

Unless the game be determined by Pope being

turned up, the eldest hand begins by playing out as

many cards as possible ; first the stops, then Pope, if

he have it, and afterwards the lowest card of his

longest suit, particularly an ace, for that never can be
led through ; the other players follow when they can
in sequence of the same suit, till a stop occurs, and the

party having the stop thereby becomes eldest hand,

and is to lead accordingly ; and so on, until some
person part with all his cards, by which he wins the

pool (game), and becomes entitled, besides, to a counter

for every card not played by the others, except from
the one holding Pope, which excuses him from paying

;

but, if Pope has been played, then the party having
lield it is not excused.

King and queen form what is called Matrimony

;

queen and knave intrigue, when in the same hand

;

but neither these, nor ace, king, queen, knave, or

Pope, entitle the holder to the stakes deposited in the

named compartment of the board, unless played out

;

and no claim can be allowed after the board is dressed
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for the succeeding deal; but, in all sucli cases, the

stakes are to remain for the next game.

This lively game requires some attention to recollect

what stops have been made in the course of the play;

as, for instance, if a player begin by laying down the

eight of clubs, then the seven in another hand forms a

stop ; whenever that suit be led from any lower card,

or the holder, when eldest, may safely lay it down, in

order to clear his hand.

There is a game called Commit, which is very
similar to Pope Joan ; but it is now very seldom

played. It is played from sequences, with a complete

pack* of cards. Though it is less interesting than Pope

Joan, it is worth while describing.

COMMIT.

In life a mistake you may oftentimes make^

Which no after-repentance can lighten
;

But at cards in Commit you a sequence may hit
5

And the whole of the evening enbrighten.

The game of Commit may be played by any number

of persons, with a complete pack, which are all dealt

out, except the eight of diamonds. A spare hand is dealt

in the middle of the table, for the purpose of making

stops in the playing, which is by sequences. When an

ace or a king is played, the person who plays it receives

from each of .the party a counter, or whatever stake may

have been mutually agreed on ; and whenever anyone has

played out all his cards, the game is at an end ; and the

person who is out (or has played all his cards) levies from

all the rest of the party a stake for each card remaining,

except that the nine of diamonds exempts the holder
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of it from paying. This nine has also the privilege

of being played in lieu of any other card, so as to

prevent a stop ; but if played out, it does not exempt

from paying for the cards in hand.

The seven of diamonds and the four kings being certain

stops, are, of course, eligible cards for the elder hand to

play if he holds them -; or sequences which will lead to

them ought of course to be preferred. Thus, suppose

A to play the nine of hearts—he calls for the ten—

F

plays it—A plays the knave—D the queen—and A the

king, who then receives a counter from each player, and

is entitled to begin a new sequence. Whenever a stop

occurs to interrupt a sequence, the person who has

played the last card begins again.

Aces are not necessarily stops, though kings are,

being the highest cards, but both entitle the players of

them to counters from all round.
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" Marriage is a matter o* more worth
Than to be dealt in by attorneyship."

Shakspeaee.

The once fashionable, and always pleasant, game of
Matrimony, is played with a perfect pack of cards, by
any number of ladies and gentlemen, from five to

fourteen. The game consists of five chances, usually

marked on a board or sheet of paper, thus :—

-

Best.

The Ace of Diamond turned ui>.

C3 k>

«2 a

INTRIGUE;

OR,

QUEEN AND KNAVE.

P.

•PS

*SJtB£

Matrimony at cards—unlike, yet like, matrimony in

ordinary life—is seldom played for love. In the one
case, money, in the other counters, form the stake. Of
course it would be easy to carry the comparison be-

tween Matrimony for fun, and matrimony in earnest,

to almost any length, and to prove how the results iw

both cases are happy or unhappy, lucky or unlucky—

-

abounding in pleasure or full of misery—with all the

rest of it. But as my object is to give instruction in

cards and not in morals, I resist the opportunity—

»

though sorely tempted—of being very smart, and pro-
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ceed to a sober and correct description of the game as

it is usually played.

Matrimony, then, is played with a full pack of

cards ; the ace of diamonds being highest, and, when
turned up, sweeping the whole pool. The game is

usually played with counters ; though, of course, half-

pence or silver may be used instead.

The dealer commences by placing a stake on each or

any chance—that is, on the part of the board marked
Intrigue, Confederacy, Matrimony, &c.

The other players deposit each the same number,
except one ; that is, when the dealer stakes twelve,

the rest of the company lay down eleven each.

After this, two cards are dealt round to each player?

beginning on the left, then to each person one other

card, which is turned up, and he who so happens to

get the ace of diamonds sweeps all ; if it be not turned

up then, each player shows his hand, and any of them
having Matrimony, Intrigue, &c, takes the counters on

'

that point ; and when two or more persons happen to

have a similar combination, the eldest hand has the

precedence ; and, should any chance not be gained, it

stands over to the next deal.

The ace of diamonds, as before observed, wins the
whole pool, but when held in hand ranks only as any
other ace ; and if not turned up, nor any ace in hand,
then the king, or next superior card, wins the chance
styled the best.

This very amusing game is peculiarly adapted for

social parties, where low stakes are played for ; and is

productive of much fun when played correctly. As
will be seen, it is extremely simple in its nature.

Matrimony, pur et simple, came into vogue with
Adam and Eve, and is, therefore, the most ancient aud
primitive of all games.
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BOASTON OR BOSTON.

" Of all the games at cards imported from the Old Country,
I guess that Boston is about the smartest. You must keep your
eyes open, and your memory pretty sharp set to win, I calculate

;

I do.'
; Sam Slick.

This old-fashioned game is played by four persons with a

complete pack of cards, which are dealt in the same
manner as at Whist, except that the last is not to

be turned up. The players put 8 counters each into the

pool and the dealer four additional. During each deal,

the person opposite to the dealer should shuffle another

pack to be cut by his right-hand neighbour, and turn up
a card for the First Preference ; the suit of the same
colour, whether red or black, is styled Second Preference,

and the other two are common suits. The player who
misdeals puts four counters more into the pool, and
deals again.

EXPLANATION OF TERMS.

Boaston.—To get five or more tricks.

Petit Misere.—To lose the whole twelve tricks, after

having put out one card, which is not to be shown.

Grand Misere.—To lose every trick without putting

out a card.

Petit Misere Ouvert.—To put out a card, then exhibit

your hand, play it, asd lose the 12 tricks.

Grand Misere Ouvert—To lose every trick without

putting out a card, your hand being exhibited.

Grand Slam.—To gain every trick.

The following table exhibits these chances in the orde

in which they rank or supersede each other :

—
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Tricks to Reckoning for the
be won Game. 1

The Boaston Table.

by the j

© ©
rrf © a

'

©
QJ

s ©

o m-

o

©
©

fr
-1-3 ^•g

Sh

© CM
QQ ©

ss Ph Ph Ph

Boaston 5 3 4 2 1
Petit Misere ,

— — — — — 4
Boaston... 6 4 8 4 2
Boaston... 7 5 12 6 3

Grand Misere ...
— — — — — 8

Boaston... 8 — 16 8 4
Boaston... 9 — 20 10 5 —

Petit Misere Ouvert ...
— — — — — 16

Boaston... 10 — 24 12 6 —
Boaston... 11 — 28 14 7 —

Grand Misere avert 32
Boaston.., 12 — 32 16 8 —

Grand Slam ... 13 — 36 18 9
j

—

MOEJJ OF PLAYING.

If neither of the players undertake any of the above

chances, they say in rotation, beginning with the elder

hand, " pass," and there must be another deal, the new
dealer putting four more counters into the pool.

If, on the contrary, the elder hand thinks he can get

five tricks, he says, " 1st Boaston." But if the second

player undertakes " Petit Misere," he supersedes the

first, and may in his turn be superseded by the third en-

gaging to get six or seven tricks, which he announces by
saying, " Boaston," and naming the number of tricks.

The fourth hand or dealer may also supersede the third

by undertaking Grand Misere, or any of the chances

lower down on the table. In short, whoever undertakes

to do more than the other players has the preference,
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If lie is to play Boaston lie leads, and names whichever

suit he pleases for trumps ; but if he is to play Misere,

the elder hand leads, and in this case there are no

trumps. Boaston likewise, if he has not undertaken

more than 7 tricks, may say whether he chooses to have

a partner ; and if so, any person who engages to get

the requisite number of tricks (two less than Boaston

has undertaken, as appears from the table) may answer
" Whist," the right of answering beginning with Boaston's

left-hand neighbour. When this is settled, the playing

gees on as at whist, except that the partners need

not sit opposite to each other, and every one is to take

up his own tricks.

If Boaston and his partner get the number of tricks

they undertook, or more, they are entitled to the counters

in the pool at the time, called the Bets ; and besides, the

number of tricks they have won, added to the honours

they both held, is to be multiplied by the number in the

table opposite to the tricks they undertook, and under

the name of the suit the trumps was in ; the product

must then be divided by 10, and the quotient shows the

number of counters they are each entitled to receive from

the other players. Should the product be less than 10,

one counter is to be paid to each ; if 15, and under 25,

two counters ; if 25, and under 35, three counters ; and

so on.

For example, suppose they undertake 5 and 3 tricks,

and get 9, having two honours, the trump in Second Pre-

ference ; 9 tricks and 2 honours added make 11, which
multiplied by 2 (the figure under Second Preference op-

posite to Boaston 5) gives 22, considered as 20, being

under 25 ; divided by 10, the quotient is 2, and each of

the players receives two counters from the other two.

Nearly the same process shows what each pays to the

other players when they fail to get the requisite number
of tricks. The number of tricks deficient is added to

the number undertaken, and the honours being added
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to that, the sum Is multiplied and divided as before, and

the quotient shows the number of counters to be paid

by the unsuccessful players to thq rest of the party. For

instance, suppose they undertake 6 and 4, having 4
honours, the trump in the first preference ; if they get

but 8, the 2 deficient, added to the 10 undertaken, with

4 honours, make 16, which multiplied by 8, as in the

table, the product is 128, considered 130 ; and this

divided by 10, gives 13 counters payable by them to

each of the other players. Besides this, they pay a Baste to

the pool, equal to the number they would have taken from

it had they been successful ; this is not put directly into

the pool, but kept in reserve to replenish it when ex-

hausted, and each baste is kept separate, and the largest

put in first.

It must be observed that these losses are defrayed

jointly when both player and partner fail to get their

requisite number of tricks ; but if one succeeds and the

other not, the party failing bears the whole loss. But if

one gets a trick less than his number, and the other

a trick more, they are jointly successful, and share the

gains equally ; and when Boaston plays alone, or without

•a partner, the gain or loss is of course all his own, and he
pays to or receives from each of the other three players

the counters won or lost, besides the pool.

In playing any of the four modifications of " Misere,"

the player loses or gains, as he is successful or otherwise,

the contents of the pool, and pays to or receives from
each of the other three the number of counters opposite

to the chance he plays, and under the head Misere, in the

table. The gain or loss in playing " Grand Slam " is

calculated in the same way as Boaston. As soon as a
trick is gained in playing Misere, or one lost in playing

Grand Slam, the deal is at an end.

When the pool happens to be exhausted, and no baste

in reserve, it must be furnished afresh as at first.

If there are several bastes on the table, and the

parties wish to finish the game, they may either share

the counters, or put them all into the pool at once.



¥INGT-UN, QUINZE, AND THIBTY-ONE-

44 What age so captivating

'Neath the sun,

What game so lively

As Twenty-one ?"

Feosi the Fkench or De Torquet.

For a round game at Christmas—or, indeed, any
other period of the year when family gatherings take

place—I know none mure pleasant and harmless than

Vingt-un.

The lively game of Vingt-un (Twenty-one) may be
played by two or more players; and, as the deal is

advantageous, and often continues long with the same
person, it is usual to determine it at the commence-
ment by turning up the first knave, the first ace, or

any other mode that may be agreed upon.

The cards musl all be dealt out in succession, unless

8 natural Vingt-un occurs; and, in the meantime, the

pone, or youngest hand, should collect those which
have been played, and shuffle them together, ready for

the dealer, against the period when he shall have

distributed the whole pack.

The dealer is first to give two cards, by one at a
time, to each player, including himself. Each player

looks at his card, and places his stake on the back;

then the dealer asks each person in rotation, beginning

with the oldest hand on the left, whether he stands or

chooses another card, which, if required, must be given

from off the top of the pack, and afterwards another,

or more, if desired, till the points of the additional

card or cards, added to those dealt, exceed or make
twenty-one exactly, or such a number less than twenty-
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one as may be judged proper to stand upon ; bui
when the points exceed twenty-one, then the cards of

that player are to be thrown up, and the stakes imme-
diately paid to the dealer ; who also is in turn entitled

to draw additional cards ; and, on taking a Vingt-un,

is to receive double stakes from all who stand the

game, except such other players likewise having

twenty-one, from whom the dealer receives a single

stakes, as for a tie ; and when any adversary has a
Vingt-un, and the dealer not, then the opponent, so

having twenty-one, wdns double stakes from him. In

other oases, except a natural Vingt-un happen, the

dealer pays single stakes to all whose numbers under
twenty-one are higher than his own, and receives from
those who have lower numbers than his own. The
dealer also wins all ties. When the dealer draws more
than twenty-one, he pays single stakes to all who have
not thrown up.

Twenty-one, whensoever dealt in the first instance,

is styled a natural Vingt-un, should be declared imme-
diately, and entitles the possessor to the deal, besides

double stakes from the dealer. In the case of more
than one natural Vingt-un, they all receive double

from the dealer, and the elder hand takes the deal.

Observe

:

—An ace is reckoned either as eleven or

one ; every court-card is counted as ten, and the rest

of the pack according to their pips.

The odds of this game merely depend upon an
average number of cards likely to come under or

exceed twenty-one ; for example, if those in hand
make fourteen exactly, it is seven to six that the one

next drawn does not make the number of points above
twenty-one ; but, if the points be fifteen, it is seven to

six against that hand
; yet it would not, therefore,

always be prudent to stand at fifteen, for, as the ace

may be calculated both ways, it is rather above an

even bet that the adversary's two first cards amount to
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more than fourteen. A natural Vingt-un may be ex-

pected once in seven coups, when two, and twice in

seven, when four people play, and so on, according to

the number of players.

In some companies, they play for the Brulet (the

upper and lower card of the pack), and the dealer

should, therefore, look first for that chance, which he
holds irrespective to the cards dealt to him in the

rounds. In the case of an ace and a tenth card

forming a natural in the Brulet, the dealer receives

double stakes from all the players ; hut, if the top and
bottom cards of the pack turn out to be worthless, the

dealer may then throw them down on the table and
deal himself a card in each round in common with the

other players. The dealer is at liberty to sell his deal

at any period of the game, when it passes to the

highest bidder.

QUINZE.

" Fifteen ; a charming age of innocence-**.

A pleasant game at cards.

De Toequet,

This game is similar in its character to Vixgt-uN.
It is so called from fifteen being the game, which is

played as follows :

—

The cards must be shuffled by the two players, and,

when they have cut for deal, which falls to the lot of

him who cuts the lowest, the dealer has the liberty at

this, as well as all other games, to shuffle them again.

When this is done, the adversary cuts them ; after

which the dealer gives one card to his opponent, and
one to himself.

Should the dealer's adversary not approve of his
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<card, lie is entitled to have as many cards given to

him, one after the other, as will make fifteen, or come
nearest to that number—which are usually given from

the top of the pack ; for example, if he should have a

cleuce, and draw a five, which amounts to seven, he
goes on drawing, in expectation of coming nearer to

fifteen. If he draw an eight, which will make just

fifteen, he, as being closest hand, is sure of winning

the game. But if he overdraw himself, and make
more than fifteen, he loses, unless the dealer should

happen to do the same, which circumstance constitutes

a drawn game ; and the stakes are consequently

doubled. In this manner they persevere, until one of

them has won the game, by standing and being nearest

to fifteen.

At the end of each game, the cards are packed and
shuffled, and the players again cut for deal.

The advantage is invariably on the side of the elder

hand.

Any number of players can join in this game.

Quinze is a very fashionable game in France. Any
body may learn all its mysteries in an hour.

Another way of playing Vingt-un and Quinze is as

follows :

—

Each player whose cards are under 21 (or 15) pays

one counter or stake into the pool ; those who overdraw

pay two ; and they whose cards make exactly 21 (or 15)
pay nothing. The pool thus accumulates, till a natural

{21) or Quinze (15) occurs, when the holder takes the

pool and becomes dealer. This plan of playing these

games is less open to risk and gambling than the usual

method.
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THIRTY-ONE (Trente-et-un).

Mysterious age, when dreams of love and marriage
Centre in wealth, a banker's book and carriage

;

When learning's prizes tempt us not afar

From manly joys—the club and the cigar;

Billiards and whist succeeding moonlight ponderings,

And quiet pools to youth's romantic wanderings."

Lord Lytton. (?)

Thirty-one is an agreeable game, played with a
perfect pack of cards, by any number of persons under

fifteen. Each player puts an equal stake into the

pool. Three cards arc dealt to each, and a spare hand,

in the middle of the table, which is turned up.—The
object of the gi bo get thirty-one, or as near

it as possible, reckoning as follows: The ace stands

for 11, each of the honours for 10, and the other cards

for the number of spots on them respectively; thus ace,

king, and G of any one suit reckon 27; ace, with

two honours or one honour and the ten, for 31 ; an

honour, a ten, and a five, for 25; and so on; but

observe that all the three cards must he of one suit;

and three cards of equal value, as three kings, tens,

fives, twos, or aces, are better than 30, but inferior to

31. Each player in turn, beginning at the elder hand,

exchanges one of his cards for one out of the spare

hand ; and this goes on till some one has got thirty- one,

or stops changing. When anyone gets game, or 31, he

shows his hand, and takes the pool, which finishes the

game. If one stops without being 31, the other players

can change once more only, or till it comes to the turn of

the person who stopped, and then all show their hands,

and lie who is nearest to 31 gets the pool. In the event
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of two or more being equal, the elder hand has the

preference, only that three aces, kings, &c, rank pre-

ferably to three queens, or lower cards.

Another Mode is as follows :—Instead of depositing a

stake, each player has two or three counters ; and when
all stop, the person who is lowest puts one of his

counters into the pool ; and he who has one or two left,

after all the other players have paid in their three,

is winner, and takes the whole. When two or more
happen to be equally low, they each pay a counter.
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•* If you want to be robbed, my son, play Put in a tavern."

Old Play.

"Put," says Mr. Seymour, writing for the special

behoof of the young princesses, " is the ordinary rook-

ing game, and seems, by the few cards dealt, to have

no difficulty in it ; but there is great craft and cun-

ning used by the players at it." I do not pretend to

understand the game; but in order to render my book
complete, I quote the directions given in an old edition

of Hoyle.

Put is played with an entire pack of cards, generally

by two, anal sometimes by four, players. At this game
the cards have a different value from that of all other

games ; the best card in the pack is a trois, or three
;

the next a deuce, or two ; then comes in rotation, as at

other games, the ace, king, queen, knave, ten, &c.

The dealer distributes three cards to each player, by
1 one at a time ; whoever cuts the lowest card has the

deal, and five points make the game, except when both

parties say " I put" for then the score is at an end,

and the contest is determined in favour of that party

who may win two tricks out of three. When it hap-

pens that each player has won a trick, and the third is

a tie—that is, covered by a card of equal value—the

whole goes for nothing, and the game must begin anew.

TWO-HANDED PUT.

The eldest hand should play a card ; and whether

the adversary pass it, win it, or tie it, you have the
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right either to say a Iput" or place your cards on the

pack ; if you accept the first, and your opponent de-

cline the challenge, you score one ; if you prefer the

latter, your adversary gains a point ; but if, before he
play, your opponent says u I put" and you do not

choose to see him, he is entitled to add one to his

score. It is sometimes good play to say U I put"
before you play a card ; this depends on the nature

of your hand.

FOUR-HANDED PUT.

Each party has a partner, and when three cards are

dealt to each, one of the players gives his partner his

best card, and throws the other two away ; the dealer

is at liberty to do the same to his partner, and vice

versa. The two persons who have received their

partner's cards play the game, previously discarding

their worst card, for the one they have received from
their partners. The game then proceeds as at two-
handed put.

LAWS OF THE GAME.

1. When the dealer accidentally discovers any of

his adversary's cards, the adversary may demand a
new deal.

2. When the dealer discovers any of his own cards

in dealing, he must abide by the deal.

3. When a faced card is discovered during the deal,

the cards must be re-shuffled, and dealt again.

4. If the dealer gives his adversary more cards than
are necessary, the adversary may call a fresh deal,

or suffer the dealer to draw the extra cards from his

hand.

5. If the dealer gives himself more cards than are

his due, the adversary may add a point to his game,
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and call a fresh deal if he pleases, or draw the extra

cards from the dealer's hand.

6. No bystander must interfere, under penalty of

.paying the stakes.

7. Either party saying u Iput" that is, I play, can-

not retract, but must abide the event of the game, or

pay the stakes.

Put is scarcely a game for gentlemen ; but on a

late journey from Shrewsbury to Chester—I was
going, in fact, to the races held in a suburb of the

quaint old city—I saw three persons dressed like gen-

tlemen enter the railway-carriage, and presently pro-

duce a pack of cards. They induced a quiet-looking

youth to join them. Their game was Put. The quiet-

looking young fellow lost seventy pounds ; and though
I looked sharply at the play, I could observe no cheat-

ing. From this fact I draw a moral : If you would
keep your money in your pocket, don't play Put with

jtrangers in a railway-carriag



SPECULATION.

. " That wins of all

;

Of kings, of beggars, old men, young men, maids."

Shakspeaee.

Speculation is a good, pleasant, noisy, easily-

learned, round game, at which any number of persons

may play, with a complete pack of cards. The cards

bear the same value as at Whist, and the stakes are-

made with fish or counters, on which such a value is

fixed as the company may agree. The highest trump
in each deal wins the pool, and whenever it happens
that not one is dealt, then the company pool again, and
the event is decided by the succeeding coup. After

determining the deal, &c., the dealer pools six fish, and
every other player four, then three cards are given to

each, by one at a time, and another turned up for

trump 1

; the cards are not to be looked at, except in

this manner—the eldest hand shows the uppermost
card, which, if a trump, the company may speculate

on, or bid for ; the highest bidder buying and paying
for it, provided the price offered be approved of by the

seller. After this is settled, if the first card does not

prove a trump, then the next eldest is to show the

uppermost card, and so on, the company speculating as

they please, till all are discovered ; when the possessor

of the highest trump, whether by purchase or other-

wise, gains the pool.

To play at Speculation well, recollection is requisite

of what superior cards of that particular suit hav*



226 CONNEXIONS.

appeared in the preceding deals, and calculating the

probability of the trump offered proving the highest in

the deal then undetermined.

The holder of the trump card, whether acquired by
play or purchase, has a right to conceal the rest of his

cards till the other players have shown their cards in

turn, or until he sells his trump, when his own hand is

to be exposed in the same way as the rest.

Whoever looks at his cards out of turn can be com-
pelled to turn them face upwards for the inspection of

the whole company.

CONNEXIONS.

w What connexion are you, sir, to the lady?"

u
I' faith, the union between clubs and hearts J"

French Play.

I am doubtful about the origin of this game ; but

am told by those who profess to know something of

cards, that our gallant neighbours, the French, claim

its invention. And now that, by reason of the recent

commercial treaty between England and France, the

connexion of John Bull and Jean Jacques are drawn
somewhat closer, I am fain to admit the claim without

quibble. N'importe.

The game of Connexions is played by either three

or four persons. If the former number, ten cards each

are given ; but if the latter, only eight are dealt. The
cards bear the same value as at Whist, except that

diamonds are always trumps.

The pool is formed by equal contributions from all

the players.
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The connexions are formed as follows :

—

1st. By the two black aces.

2nd. The ace of spades and king of hearts.

3rd. The ace of clubs and king of hearts.

Por the first connexion twopence are drawn from

the pool ; for the second, one penny ; for the third,

and by the winner" of the majority in tricks, a halfpenny

each is taken, or in like proportion, according to the

stake determined on.

A trump played in any round where there is a con-

nexion, wins the trick, otherwise it is gained by the

player of the first card of connexions ; and after a con-

nexion, any following player may trump without in-

curring a revoke, and also whatever suit may be led

;

the person holding a card of connexion is at liberty tc

play it, but the others must, if possible, follow suit,

unless one of them can answer the connexion, which
should be done in preference.

No money can be drawn till the hands are finished

;

then the possessors of the connexions are to take first

according to precedence, and those having the majority

of tricks take last.

This, like the other minor games of cards, is very
easily learned ; and once learned, it is too simple to be
altogether forgotten.
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BEAG.

He was great at all card games, and especially at Brag.
Thackeray.

As in other round games, Brag is played in various

ways in various companies. The following, however,,

may be taken as the most usual :

—

SINGLE BRAG.

In this game the Nines and the Knaves are called
" Braggers," from their being the best cards— or
" Turners," because they are convertible into cards

of any other value, so as to form pairs or pairs-royal,

by the highest of which the game is decided. Thus
three braggers in one hand cannot be beat, as they form
a pair-royal of the best cards, and are better than a
natural pair-royal of aces, &c. Two braggers and an
ace, &c, are better than one bragger and two aces, &c.

In the same manner, a pair formed by the assistance of

a bragger is better than a natural pair, or two cards, of

like value. Thus a nine and a king take precedence of

two kings, but are inferior to two aces. A knave and a

king are better than a nine and a king ; and if the pairs

in two hands are equal, the higher value of the third

card gives the preference ; if they are equal in every

respect, the elder hand has the preference. The lowest

pair-royal that can be formed, as three twos, is better

than the highest pair, as two aces, &c.

N.B.—In some companies the knave of clubs and the

nine of diamonds only are admitted to be braggers or
turners ; and it is sometimes agreed that natural pairs

or pairs-royal are to precede artificial ones of the

same value, or those formed by the assistance of the

knave of clubs or nine of diamonds ; as thus, two kings

to be considered better than a king with a nine or knave,,

but to yield to an ace and a nine or knave.
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Mode of Playing.—The cards being shuffled and cut,

a certain stake, from a halfpenny to a guinea, is de-

posited by the dealer, who gives three cards to each of

the company. The elder hand, and the others after

him, having examined their hands, either " pass," which

is signified by laying down their cards or "brag," in

which case the dealer's stake is to be answered by
all who brag. On putting down another stake, or brag-

ging & second time, the person doing so, if he holds

a pair, but not otherwise, may insist on seeing the next

player's hand, saying "I'll see you," or "I'll sight

you," in which case they examine each other's cards,

and the person having the worst hand of the two is

obliged to lay it down or " pass." The players go on
in this way till the braggers are reduced to two, who con-

tinue bragging against each other (either an equal sum
with the dealer's stake or higher) till one " sights " the

other, and whichever of the two has the best brag hand,

wins the whole of the stakes put down.

BRAG AND PAIRS.

To vary the above game, the dealer sometimes de-

posits two separate stakes, one of which is for natural

pairs, and the company may brag on either stake they

please, or on both. Thus if one of the players has

a pair or pair-royal of good cards, such as aces, down
to tens or eights, he may answer one or both of the

dealer's stakes, according to the chance of success

afforded by the cards he holds; and can, if he holds

a pair, "sight" those who are bragging on the same
end with himself, as described above. Those who put

their stakes on the brag-end proceed exactly as at Single

Brag.

THREE-STAKE BRAG.

There is another way of playing this game, in which
three stakes are deposited by the dealer, who gives two
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cards to each player, and then turns up a third all round.

The best whist card turned up takes the first stake, the

elder hand having the preference if two equal cards aro

turned, except in the case of the ace of diamonds, which
is always the best at this stage of the game.

The second stake is the Brag- stake, and is determined

as at Single Brag, each reckoning his turned-up card

along with the other two.

The third is gained by the player who holds, or

obtains by drawing from the undealt cards, 31, or the

highest number under that, the ace reckoning for 11, the

pictured cards for 10 each, and the rest according to

their pips. The elder hand has the preference in case

of equality, and any one drawing above 31 loses of

course.

The three stakes may be all gained by one person^

in which case he is entitled, in some companies, to three

more from each player ; but this advantage is usually se&

aside, as savouring too much of gambling.
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CASSINO.
* Who plays—who plays—who plays i

Now, my masters, all can win

;

And ye who love, say nothing."

Old Play.

The game of Cassino is played with an entire pack
of cards, generally by four persons, but sometimes by
three, and often by two.-

TERMS USED I1ST THE GAME.

Great Cassino, the ten of diamonds, which reckons

for two points.

Little Cassino, the two of spades, which reckons for

one point.

The Cards is when you have a greater share than

your adversary, and reckons for three points.

The Spades is when you have the majority of that

suit, and reckons for one point.

The Aces—each of which reckons for one point.

Lurched is when your adversary has won the game
before you have gained six points.

In some deals at this game it may so happen that

neither party win anything, as the points are not
set up according to the tricks, &c, obtained ; but the

smaller number is constantly subtracted from the

larger, both in cards and points ; and if they both
prove equal, the game commences again, and the deal

' goes on in rotation. When three persons play at this

game, the two lowest add their points together, and
subtract from the highest ; but when their two num-
bers together either amount to or exceed the highest,

then neither party scores.
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LAWS OF THE GAME.

The deal and partners are determined by cutting, as

at Whist, and the* dealer gives four cards, by one at

a time, to every player ; and either regularly, as he
deals, or by one, two, three, or four at a time, lays

four more, face upwards, upon the board, and, after

the first cards are played, four others are to be dealt

to each person, until the pack be concluded ; but it

is only in the first deal that any cards are to be
turned up.

The deal is not lost when the card is faced by the

dealer, unless in the first round, before any of the cards

are turned up on the table ; but if a card happen to be
faced in the pack, before any of the said four be turned

up, then the deal must be begun again.

Any person playing with less than four cards must
abide by the loss ; and should a card be found under
the table, the player whose number is deficient is to

take the same.

Each person plays one card at a time, with which he
/nay not only take at once every card of the same
denomination upon the table, but likewise all that will

combine therewith; as, for instance, a ten takes not

only every ten, but also nine and ace, eight and
deuce, seven and three, six and four, or two fives

;

and if he clear the board before the conclusion of the

game, he is to score a point, and whenever any
player cannot pair or combine, then he is, to put

down a card.

The number of tricks are not to be examined, or

counted, before all the cards be played ; nor may any
trick but that last won be looked at, as every mistake

must be challenged immediately.

After all the pack be dealt out, the player who



LOTTERY. 233

obtains the last trick sweeps all the cards th^n re-

maining unmatched upon the table.

The above I borrow entire from a little treatise pub-

lished a few years ago, written by I know not whom.

Of this game I, personally, know nothing

—

Non omnia

possumus omnes.

LOTTERY.

"Life and love, alike a lotter)-."

Tupper.

Lottery is one of the most amusing and lively

games for a large party—especially when played for

small stakes. It admits of a considerable number of

players, and is played as follows :

—

A complete pack of cards being separated into two
parcels, each containing a red and a black suit, the

person on the left of the dealer takes one of the parcels,

out of which any of the players draws three cards for

the prizes, which are placed with their faces down-
wards on the table. The dealer then proceeds to sell

the cards in the other parcel, for the tickets, at such a

price as may be agreed on, usually a counter for each

card, and the twenty-six counters thus paid are placed

in different proportions on the prizes. If any cards

remain after all the party have got an equal number,
one more card is sold to each of those wishing to pur-

chase, in the order of dealing, so far as the cards will

go. The players then turn their cards, and bet among
themselves on the event of the drawing, thus : Each
looks round the table to see who holds the cards corre-
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sponding in value to his own (which will, of course, be
of a different colour, there being only a red and a
black suit dealt), and inquires how much they will

stake on such a card; and the sum agreed on, from
two dozen to a dozen counters, is laid upon the re-

spective cards.

When all the bets are made, the drawing goes on in

this manner. The person on the dealer's left (called

the drawer), who holds the undealt parcel, turns the

uppermost card, and, supposing it to be the nine of the

black suit, he says, " the black nine pays the red," on
which the person who has the black nine on the table

pays to the holder of the red nine the number of

counters staked on it, and turns down his card. In
like manner, the red king, or whatever the next-drawn
card may be, pays the black ; and so on—the person

who receives at the same time taking off the counters

staked on his own card, and the person who pays
turning down his. When a card is drawn which has

been already paid—that is, when the second nine, king>

ten, or six, &c, is announced, the card corresponding

in colour and value is turned down.

There being twenty-six cards on the table, while

there are only twenty -three to draw (the three prizes

having been taken from that parcel), there will thus

remain unturned three cards corresponding in value to

the cards turned down for the prizes, and the holders

of these three cards take each the counters which may
have been placed upon that prize corresponding in

value to his own card.

The drawer should place the cards, as they are

drawn, at the bottom of the parcel, with their faces

upwards, which will show when the whole twenty-

three are drawn ; and he ought to observe that those

who get the prizes do not mix them with their other

cards.
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This game may likewise be played by a large com-
pany with two complete packs of cards, one for the

prizes, the other for the tickets, and dealt by any two
of the party as may choose, for the deal is neither

advantageous nor otherwise. Each player pools a fixed

sum, or stakes a certain number of counters, on which
a settled Value is put, and which are placed in a box
or pool as a fund for the lottery ; thon after the cards,

have been shuffled, and are cut by the left-hand

neighbour, one dealer gives to every player a card,,

face downwards, for the lots or prizes, on which are to-

be placed different numbers of counters out of the

pool, at the option of the person to whom such card

has been given ; afterwards the second dealer distri-

butes from the other pack a card to each player, for

the tickets; the lots are then turned by one of the

managers, and whosoever possesses a corresponding

card receives the stake placed thereon, and those re-

maining undrawn are added to the fund in the pool

;

the dealers then collect the cards and proceed as

before, till the fund is exhausted, when the party pool

again, and those who have gained more counters than
they want, receive the difference in money.

Another method is, to take at random three cards

but of one of the packs, and place them face down-
wards, on a board, or in a bowl on the table, for the

prizes ; then every player purchases from the other

pack any number of cards for tickets as may be most
agreeable, paying a fixed sum or certain quantity of

counters for each, which sums or counters are put in

different proportions on the three prizes, to be gained

by those who happen to have purchased corresponding

cards, and such as happen not to be drawn are con-

tinued till the next deal.
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COMMERCE.
* Wisdom and Fortune combating together.

If that the former dare but what it can,

No chance can shake it."

• Shakspeahe.

I Commerce is a good round game. It is played

with a complete pack of cards, and any number may
join in it.

Each of the players deposits an equal stake, usually

a counter, in the pool ; and the dealer, who is likewise

called the banker, deals three cards all round, and
asks, " Who will trade?" The players, beginning with

the elder hand, either " Trade for ready money," or
u Barter." Trading for money is giving a card and a

counter to the dealer, who places the card under the

stock, or remainder of the pack, and gives one in lieu

of it, from the top, to the trader. The counter is

profit to the banker, who thus trades with the stock

free of expense. " Barter " is exchanging a card with

the right-hand player, which must not be refused,

unless the person of whom it is requested stands

without trading or bartering, in which case, or as soon

as any one stops, the hands are shown, and the best

takes the pool.

The object in either trading or bartering is to

obtain, 1st, a Tricon, or three like cards, similar to

pair-royal, which takes place of the next two chances

;

2nd, a Sequence, or three following cards of the same
suit ; which has the preference of, 3rd, a Point, or the

greatest number of pips on two or three cards of the

same suit in hand, the ace reckoning for eleven, and

the pictured cards for ten. The highest tricon gains
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the pool ; or if no tricon occurs, the highest sequence ;

or the best point, if no sequence occurs.

The banker always ranks as elder hand in case of

equality ; and if he does not win, he pays a counter to

the winner ; but if he has a tricon or sequence, and
loses in consequence of another having a better, he
pays a counter to each player.

Another, and even simpler, mode of playing this

game is as follows :

—

An equal stake being put into the pool by each

player, the cards are all dealt out, and the elder hand
exchanges a card with the second player, the second

with the third, and so on, till one of the party wins

the pool by having all the cards in his hand of the

same suit, which he announces by saying, " My ship

sails."

SNIP-SNAP-SNOREM.
" Men and women are never so simple as when they play

Snip-snap-snorem. A man is never a hero to his shoeblack
;

for the latter is sure to know the depth of his understanding."5

—TUPPEE.

This is a very laughable game, and is extremely

simple. It may be played by any number of players,

with a complete pack of cards. Each places lefore

him five halfpence or counters as his stock, and all the

cards are dealt out in the usual order. The game con-

sists in playing a card of equal value with the person

immediately before you, which snips him ; if the player

next to you has a third card of the same value, you are

snapped ; and the fourth produces a snore. For ex-
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ample, if the elder hand A plays a six, and B likewise

plays a six, A is snipped, and puts one into the pool.

If C has also a six, B is snapped, and pays two into the

pool ; and if D has the other six, C is snored, and pays

in three. The fourth, of course, is safe, because all the

four sixes are now played. No person can play out of

his 'turn; but every one must snip or snap when it is

in his power. When any one has paid into the pool

his five halfpence, he retires from the game ; and the

pool becomes the property of the . person whose stock

holds out longest. The cards are sometimes dealt three

or four times before the game is decided ; but if the

players are reduced to two or three, they only get

thirteen cards each.

LIFT SMOKE.

" He who would lift the smoke must needs provide himself
with a pair of bellows.''

—

Tupper.

This game, says Hardie, may be played by from

two to six or seven persons. About one-half or two-

thirds of the pack, according to the number of players,

is dealt round, and a card turned up for trumps. The
cards rank as at whist, and are played in the same
manner. The tricks are of no value, but each person

taking one, lifts a card from the undealt portion of the

pack, and adds to it those in his hand ; and he whose
cards hold longest out wins the game, and receives

from each of the other players either a sum agreed on
as the stake to be played for, or a counter from each

for every card he holds. In the latter case, the

players, as they respectively fall out of the game, ought

to deposit a number of counters equal to the cards in
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that person's hand who holds most at the time, these

successive deposits becoming the property of him who
has cards remaining after all the others have played.

When the cards left undealt are nearly exhausted, the

tricks which have been taken are put under the

remainder, and this is repeated as often as it is

necessary.
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BLIND HOOKEY.

Take what you get, for you can't be a chooser
In this simplest of games for both winner and loser.

Proverbial Platitudes. <

This game is played with a full pack of cards, which

rank as in whist, by any number of persons. The cards

are shuffled and cut, and then divided by the youngest

hand into three heaps, face downwards. The eider hand
then gives one heap to the dealer, and the other players

put their stakes on the remaining heaps. The dealer

then turns up his cards, and as the bottom card is

higher or lower than the bottom cards of the other two

heaps, he wins or loses the stakes. The deal passes as

often as may he agreed on ; at every third round (say) or

when the dealer has won twice or thrice in succession.

The game may he played by two persons, the dealer

winning all ties.

POLISH BANK.

To each and all a several rank,

Por each in turn must charge take of the bank.
Lubbock.

In this favourite Eound Game a Pool is made by the

dealer, who puts in three coins or counters. Three cards

are dealt, face downwards, to each player. The elder

hand then examines his cards, and states what he will

go. The dealer turns up a card from the pack, and as

the player's cards are higher or lower, in the same suit,

than that of the dealer, he takes from or puts into the bank
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the stake made. If the player has not a card in his hand

of the same suit as that turned up by the dealer, he pays

as a matter of course. The same plan is observed with

each player till the end of the round. The dealer, at the

end of three rounds, resigns his deal to the player on his

left hand, and takes whatever stakes may remain in the

pool. Each time the pool is cleared during his three

rounds, the dealer must put in the stakes agreed upon
before commencing play—three halfpence, pence, or

shillings, as the case may be.

EAEL OF COVENTRY.

Though, a trifling little game,
Can anybody blame
^The players at the same
"When they play for love or fame ?

From all art and science free,

' There's another good as he,'

Then comes ' the best of the Three/
And the ' Earl of Coventry.'—Tupper. (?)

The pack must be complete, and all the cards dealt out.

The elder hand begins, and the game consists in playing

in succession the four cards of corresponding rank, ac-

companying the playing by a rhyme. Thus, suppose the

first to play a Ten, he says, " There's a good Ten."

The 2nd, " There's another as good as he."

3rd, " There's the best of all the three."

4th, " And there's the Earl of Coventry/'

j. he player of the fourth card begins again, and the

playing goes on in regular order, passing those who have

not corresponding cards. The person who is first out

wins from all the others a counter, or stake, for each
card they hold respectively. This is a simple but not

amamusing game.
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NAPOLEON.
Hail great conqueror, mighty mystery.
Who shall tell thy famous history ? —Close.

This game, a very simple one, is played by four, five*

or six persons, with a full pack of cards ; but it is best
when played by three or four. Having decided on the-

order of play and the stakes to be played for—so much
a trick—the dealer gives five cards, one at a time, face

downwards, to each player. The one to his left looks at
his cards and declares how many tricks he can make ; the
card he leads off being trumps for the round. Sup-
posing he declare two tricks and make them, he receives
from all his opponents the stakes. If he declare three
or four, and make them, he receives, in proportion,

three or four times the stake from each person playing
against him. If, however, he declare five, which he
should only do with a very strong hand, he is said

to go the Napoleon, whether he win or lose. If he
win, he receives ten times the stake—-a double stake

for each trick : if he lose, he pays single stakes, as in

ordinary cases. It may happen, however, that the first

player declines to declare. It then becomes the privilege

of the second player ; and on his declining, the third,

and so on to the last. The deal passes with each round,

so that each player in turn is banker. Like other

games, this is merely a device for winning and losing

money, but it requires some care in playing to win. The
cards take their natural order : ace, king, queen, &c.

GAMES FOR ONE PLAYER,
as Patience, Pairs, &c, I have not thought it necessary

to mention. They are all childish and simple, and not

worth learning. When a man is reduced to such a pass

as playing cards by himself, he had better give up—or

take to reading.

J. OGDEN AND CO., PKINTEKS, 172, ST. JOHN SSEEET, E.C*
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New Edition, post 8vo, half-bound, price 7s. 6d. ; half-calf, 10s. 6d,

Mrs. BEETON'S
BOOK OF HOUSEHOLD MANAGEMENT.

Comprising every kind of Practical Information on Domestic Economy
and Modern Cookery, with numerous Woodcuts and Coloured Illustrations,

"Mrs. Isabella Beeton's ' Book of Household Management' aims at being a compendium of
household duties in every grade of household life, from the mistress to the maid-of-all-work. It is

illustrated by numerous diagrams, exhibiting the various articles of food in their original state,
and there are also coloured plates to show how they ought to look when dished and ready for the
table. The verdict of a practical cook of great experience, on returning the book to her mistress
Was, 'Ma'am, I consider it an excellent work; it is full of useful information about everything,
which is quite delightful ; and I should say anyone might learn to cook from it who never tried
before."

—

The Alhenceum.

Second Edition, price One Guinea, cloth gilt, and gilt edges,

(or in Two Volumes, 255.)

BEETON'S GREAT BOOK OF POETRY.
From Csedmon and King Alfred's Boethius to Browning and Tennyson. Con-
taining nearly Two Thousand of the Best Pieces in the English Language. With
Sketches of the History of the Poetry of our Country, and Biographical Notices

of the Poets. Presenting a Collection of Poems never before gathered together

within the limits of a Single Volume.

Four Htindred English Poets are represented in this Volume. A separate
Collection of American Pccms, with Biographies, is added to these. Thus, in one
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examined in order toform a selection worthy to receive respect and regardfrom
all Lovers of the Divine Art of Poesy.

Published by Ward, Lock, and Tyler.



New Books and New Editions.

Demy 8vo, half-roan, price 15s; With Maps and Illustrations.

BEETON'S DICTIONARY of UNIVERSAL INFORMATION,
A to Z, comprising Geography, Biography, History, Mythology, Biblical Know-
ledge, Chronology, with the Pronunciation of every Proper Name.
" The ' Dictionary of Universal Information,' just published by Mr. S. O. Beeton, supplies a

desideratum much and widely felt—that of a comprehensive yet portable dictionary of proper
names. The ' Encyclopaedia Britannica,' the * English Encyclopaedia,' and the other great digests
of human knowledge, in consequence of their high price, are accessible only to a few. In such
works no special provision is made for supplying short and comprehensive information regarding
individual words, arranged in their alphabetical order, of the kind most likely to be required by
the great mass of general readers. Mr. Beeton, to some extent, enters a new field in devoting a
Dictionary exclusively to proper names in Geography, History, Biography, Mythology, Bible
Knowledge, and Chronology. In these pages condensation has been in every way sought after,
and we know of no work which supplies more information at a smaller cost."— The Times.

In Two Vols., price 21.?., half-bound, the Revised and Enlarged Edition, newly
Illustrated by 128 full-page and 1,500 smaller Engravings.

BEETON'S SCIENCE, ART, AND LITERATURE : A Dic-

tionary of Universal Information ; comprising a complete Summary of the

Moral, Mathematical, Physical, and Natural Sciences ; a plain Description of

the Arts ; an interesting Synopsis of Literary Knowledge, with the Pronunciation

and Etymology of every leading term. The work has been with great care

Revised, Enlarged, and newly Illustrated.

*** There is no volume extant comparable to this for the amount of informa-
tion compressed into a small space. Amongst works on Technical Science and
Information, there is no volume that can be more safely recommended to teachers,
students, orpractical men, than Beeton's Scientific Dictionary.

Half-bound, 7s. 6d.; half-calf, xos. 6d.
t
copiously Illustrated.

BEETON'S DICTIONARY OF NATURAL HISTORY: A
compendious Cyclopaedia of the Animal Kingdom. Illustrated by upwards of

200 Engravings.

Plainly written and carefully illustrated information upon the Animal King-
dom is entitled to rank high amongst the aids to knowledge, and we believe that
the present work will materially assist readers and students injollowing their

examination of Coynparative and Human Physiology, as well as give the answers
to every-day questions in Natural History.

Half-bound, price 7$. 6d. ; half-calf, 10s. 6d.

BEETON'S DICTIONARY OF BIOGRAPHY : Being the Lives

of Eminent Persons of all Times. With the Pronunciation of every Name. Illus-

trated by Portraits, Engraved after Original and Authoritative Pictures, Prints,

&c. Containing in all upwards of Ten Thousand Distinct and Complete Articles.

This Biographical Dictionary contains, in the most compact form, possible,

and within a compass of some 700 or 800 pages, an account of the Lives of Notable
and Eminent Men and Women in all epochs. The Portraits, printed on tinted
paper, arefaithfully reproducedfrom original or authoritative sources. These
Engravingsform a totally newfeature in Beeton's Biographical Dictionary,
none having appeared in the First Edition.

Published by Ward, Lock, and Tyler.



New Books and New Editions.

Half-bound, price js. 6d. ; half-calf, ios. 6d.

BEETON'S DICTIONARY OF GEOGRAPHY: A Universal
Gazetteer. Illustrated by Coloured Maps, Ancient, Modern, and Biblical. With
Several Hundred Engravings of the Capital Cities of the World, English County
Towns, the Strong Places of the Earth, and Localities of General Interest, in

separate Plates, on Tinted Paper. Containing in all upwards of Twelve Thousand
Distinct and Complete Articles. Edited by S. O. Beeton, F.R.G.S.

Now Ready, cloth gilt, 1,536 pages, price 7s. 6d.

BEETON'S LAW BOOK. A Compendium of the Law of England
in reference to Property, Family and Commercial Affairs, including References
to about Ten Thousand Points of Law, Forms for Legal Documents, with nume-
rous Cases, and valuable ample Explanations. With a full Index—25,000 refer-

ences, every numbered paragraph in its particular place and uriHer its general head.

How frequently a want is felt of better legal knowledge upon points which con-
tinually arise in the practical experience of most persons. To supply this want is

the aim of Beeton's Law Book. It will befound a most valuable and reliable

work for consultation on all ordinary legal questions.

Second and Enlarged Edition now Ready, elegantly bound, gilt edges,
Chromic Title and Frontispiece, js. 6d.

BEETON'S BOOK OP NEEDLEWORK. Consisting of Instruc-
tions, Illustrations, and Designs by English, German, and French Artists.

Every Stitch Described and Engraved with the utmost Accuracy, and the
Quantity of Material requisite for each Pattern stated. Comprising Tatting
Patterns, Embroidery Patterns, Crochet Patterns, Knitting and Netting Patterns,
Monogram and Initial Patterns, Berlin Wool Instructions, Embroidery Instruc-
tions, Crochet Instructions, Knitting and Netting Instructions, Lace Stitches,

Point Lace Patterns, Guipure Patterns. In all, upwards of Five Hundred
Accurate Patterns, and New and Old Stitches.

*** Just as The Book of Household Management takes dueprecedence of
every other Cookery Book, so this extraordinary collection of Needlework Designs
will become the book, par excellence, for Ladies to consult, both for Instruction in
Stitches and all kinds of Work, and Patterns of elegant style and irreproachable
good taste.

Price 7s. 6d., Coloured Plates ; half-calf, 10s. 6d.

BEETON'S BOOK OF GARDEN MANAGEMENT. Em-
bracing all kinds of Information connected with Fruit, Flower, and Kitchen
Garden Cultivation, Orchid Houses, Bees, &c. &c. Illustrated with Coloured
Plates of surpassing beauty, drawn from nature, and numerous Cuts.

Half-bound, price js. 6d. ; half-calf, 10s. 6d.

BEETON'S BOOK OF HOME PETS: Showing How to Rear
and Manage in Sickness and in Health—Birds, Poultry, Pigeons, Rabbits, Guinea
Pigs, Dogs, Cats, Squirrels, Tortoises, Fancy Mice, Bees, Silkworms, Ponies,
Donkeys, Goats, Inhabitants of the Aquarium, &c. &c. Illustrated by upwards
of 200 Engravings and 11 beautifully Coloured Plates by Harrison Wkir and
F. Keyl.

Published by Ward, Lock, and Tyler.



New Books and New Editions.

One Thousand Illustrations, price ioj. 6d. t half-bound.

The Self-Aid Cyclopedia for Self-Taught Students. Compris-
ing General Drawing ; Architectural, Mechanical, and Engineering Drawing

;

Ornamental Drawing and Design ; Mechanics and Mechanism; the Steam Engine.
By Robert Scott Burn, F.S.A.E., &c, Author of "Lessons of My Farm," &c.
690 pp., demy 8vo.

Just Published, crown 8vo, cloth, price 7s. 6d., New and Revised Edition.

A Million of Facts of Correct Data and Elementary Informa-
tion in the Entire Circle of the Sciences, and on all Subjects of Speculation and
Practice. Much Enlarged and carefully Revised and improved, and brought down
to the Present Year. A large amount of New Matter added.

Handsomely bound, 7s. 6d.

Treasury of Natural Science. From the German of Professor
Schoedler, with numerous Additions by Henry Medlock, F.C. S. Fourth
Edition. With copious Index, and upwards of 500 Engravings.

ISratoittg $ook&.

Now Ready. New and Revised Edition, demy 8vo, cloth, 2s.

Drawing Book (The Illustrated). Comprising a Complete Introduc-
tion to Drawing and Perspective ; with Instructions for Etching on Copper or

Steel, &c. &c. By Robert Scott Burn. Illustrated with above 300 Subjects
for Study in every branch of Art.

Demy 8vo, cloth, 2s.

Architectural, Engineering, and Mechanical Drawing Book
(The Illustrated). By Robert Scott Burn. With 300 Engravings.

New Edition, Just Ready, demy 8vo, cloth, is. t 144 pp.

Steam Engine (The) : Its History and Mechanism. Being Descrip-
tions and Illustrations of the Stationary, Locomotive, and Marine Engine. By
Robert Scott Burn.

Demy 8vo, cloth, 2s.

Mechanics and Mechanism. By Robert Scott Burn. With
250 Illustrations.

New Work on Ornament and Design.—Demy 8vo, cloth, 2s.

Ornamental Drawing and Architectural Design. With Notes,
Historical and Practical. By Robert Scott Burn, Author of "The Illustrated

Drawing Book," &c. &c. With nearly 300 Engravings of Interior and Exterior
Decorations for Churches, Houses, &c. &c.

Published by Ward, Lock, and Tyler.



New Books and New Editions.

mton'B "Ml about It" ioofcs.

Now Ready, handsomely bound, price 2s. 6d. each.

1. ALL ABOUT COOKERY : Being a Dictionary of Every-day
Cookery. By Mrs. Isabella Beeton.

2. ALL ABOUT EVERYTHING- : Being a Dictionary of Prac-
tical Recipes and Every-day Information. An entirely New Domestic
Cyclopaedia, arranged in Alphabetical Order, and usefully Illustrated.

3. ALL ABOUT GARDENING : Being a Dictionary of Practical
Gardening.

4. ALL ABOUT COUNTRY LIFE : A Dictionary of Rural Avo-
cations, and of Knowledge necessary to the Management of the Farm, &c.

5. ALL ABOUT HARD_ WORDS : Being a Dictionary of Every.
day Difficulties in Pleading, Writing, &c. &c.

Price is., cloth, containing 208 pages, 477 Recipes, and Formulae for Mistresses

and Servants. Also, with Coloured Plates, price is. 6d.

MRS. BEETON'S ENGLISHWOMAN'S COOKERY BOOK.
Comprising Recipes in all branches of Cookery, and accurate Descriptions of
Quantities, Times, Costs, Seasons, for the various Dishes.

*** The capital Coloured Plates render the Eighteenftenny Edition of The
Englishwoman's Cookery Book absolutely unapproachable in point of excel-
lence and cheapness. There are infinitely -more Recipes in this volume than in
any other Cheap Cookery Booh, their accuracy is beyond question, and the addi-
tion of these Coloured Plates removes all possibility of successful rivalry which
may be attempted by imitative and meretricious displays.

Price 3s. 6d., 476 pages, with many Engravings in the Text, and Coloured Plates,

exquisitely produced by the best Artists.

BEETON'S EVERY-DAY COOKERY & HOUSEKEEPING
BOOK. Comprising Instructions for Mistress and Servants, and a Collection of
Practical Recipes. With 104 Coloured Plates, showing the Modern Mode of
sending Dishes to Table.

Price is., cloth, containing 252 pages ; also with Coloured Plates, price is. 6d.

BEETON'S GARDENING BOOK : Containing such full and
Practical Information as will enable the Amateur to manage his own Garden.
Amply Illustrated.

New and Important Book of Reference on Gardening.
460 pages, with Coloured Plates and Engravings in the Text, price 3s. 6d.

BEETON'S DICTIONARY OF EVERY-DAY GARDENING

:

Constituting a Popular Cyclopaedia of the Theory and Practice of Horticulture.
Embellished with Coloured Plates, made after original Water-colour Drawings,
copied from Nature.

Published by Ward
y
Lock, and Tyler.



New Books and New Editions.

Now Ready, in strong Linen Covers, price is. each.
i. Property.
2. Women, Children, and Registra-

tion.

3. Divorce & Matrimonial Causes.

4. Wills, Executors, and Trustees.

5. Transactions in Trade, Securi-
ties, and Sureties.

6. Partnership and Joint-Stock
Companies.

7. Landlord and Tenant, Lodgers,
Rates and Taxes.

*** These Books are as excellent as they are cheap. The persevering lahour
devoted to their production has resulted in the classification and completeness
which distinguishes them among similar attempts.

_
Each one of the series has its

own separate Index, and the amount of information is much greater and more
varied than the necessary brevity of the title suggests.

8. Masters,Apprentices, Servants,
and Working Contracts.

9. Auctions, Valuations, Agency,
Games, and Wagers.

10. Compositions, Liquidations,
and Bankruptcy.

11. Conveyance, Travellers, and
Innkeepers.

12. Powers, Agreements, Deeds,
and Arbitrations.

Cloth elegant, gilt edges, price 3^. 6d.

BEETON'S BOOK OF BIRDS; showing How to Rear and
Manage them in Sickness and in Health.

%* This volume contai7is upwards of One Hundred Engravings and Six ex-
quisitely Coloured Plates, printed Facsimile from Coloured Sketches by Harrison
Weir.

Cloth elegant, gilt edges, price 3$. 6d., uniform with the "Book of Birds."

BEETON'S BOOK of POULTRY & DOMESTIC ANIMALS
showing How to Rear and Manage in Sickness and in Health—Pigeons, Poultry,.

Ducks, Turkeys, Geese, Rabbits, Dogs, Cats, Squirrels, Fancy Mice, Tortoises,

Bees, Silkworms, Ponies, Donkeys, Inhabitants of the Aquarium, &c.

%* This Volume contains upwards of One Hundred Engravings and Five
Coloured Platesfrom Water-Colour Drawings by Harrison Weir.

Price 5^., numerous Illustrations, cloth, gilt edges.

BEETON'S HOUSEHOLD AMUSEMENTS AND ENJOY-
MENTS. Comprising Acting Charades, Burlesques, Conundrums, Enigmas,
Rebuses, and a number of new Puzzles in endless variety. With folding Frontis*

piece.

In coloured boards, price 6d. (A wonderful Collection of Information.)

BEETON'S COTTAGE MANAGEMENT. Comprising Cookery,
Gardening, Cleaning, and Care of Poultry, &c.

Published by Ward, Lock, and Tyler.
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BOOKS FOR BOYS.

^titan's* $0g0' (Dtou ICibrarg.

*** The best set of Volumes for Prizes, Rewards, or Gifts to English Lads.
They have all been prepared by Mr. Beeton with a view to their fitness in manly
tone and handsome appearance for Presents for Youth, amongst whomthey enjoy
an unrivalled degree ofpopularity, which neverflags.

Coloured Plates and Illustrations, price $s. cloth ; or cloth gilt, gilt edges, 6s.

1. Stories of the Wars. Tillotson. From the Rise of the Dutch
Republic to the Death of Oliver Cromwell.

2. A Boy's Adventures in the Barons' Wars ; or, How I won
My Spurs. J. G. Edgar.

3. Cressy and Poictiers. J. G. Edgar.
4. Runnymede and Lincoln Fair. J. G. Edgar.
5. Wild Sports of the World. J. Greenwood.
6. Curiosities of Savage Life. By the Author of " Wild Sports

of the World."

7. Hubert Ellis.

8. Don Quixote. Cervantes. 300 Illustrations.

9. Gulliver's Travels. By Dean Swift.
10. Robinson Crusoe. By Daniel Defoe.
11. Silas the Conjurer.
12. Savage Habits and Customs. By the Author of "Wild

Sports of the World."

13. Reuben Davidger. J. Greenwood.
14. Brave British Soldiers and the Victoria Cross.

15. Zoological Recreations. By W.J. Broderip, F.R.S.
16. Wild Animals in Freedom and Captivity.

18. The World's Explorers. Including Livingstone's Discoveries
and Stanley's Search.

19. The Man among the Monkeys ; or, Ninety Days in Apeland.
Illustrated by G. Dore.

20. Golden America. By John Tillotson.

NEW BOOKS FOR BOYS.
Ice World Adventures ; or, Voyages and Travels in the Arctic

Regions. From the Earliest Period to the English Expedition of 1875. By James
Mason. With 48 full-page and other Illustrations. Crown 8vo, cloth gilt, 5.?.

Lion Hunting ; or, Adventures and Exploits in India, Africa, and
America. By Jules Gerard. Crown 8vo, cloth gilt, gilt edges, 5.9.

Antony Waymouth ; or, The Gentlemen Adventurers. By W. H.
Kingston. Crown 8vo, cloth gilt, 3s. 6d.

Published by Ward, Lock, a7td Tyler.
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%tzimC% %w$ prise %tbrarg,

NEW PRESENTATION VOLUMES FOR BOYS.
1,088 pages, 8vo, with numerous Engravings, full-page and in the text, cloth

gilt, price 5s. ; gilt edges, 6s.

3. BEETON'S BRAVE TALES, BQLD BALLADS, AND
TRAVELS BY SEA AND LAND. Containing: Historical Stories-
Hubert Ellis—Ingonyama—Highland Regiments as they Once Were—King
of Trumps—Scientific Papers—Silas the Conjurer—Sports and Pastimes

—

Victoria Cross Gallery—The Zoological Gardens, &c.

Cloth, plain edges, 5^. ; gilt edges, 6s.

4. BEETON'S TALES OF CHIVALRY, SCHOOL STORIES
MECHANICS AT HOME, AND EXPLOITS OF THE ARMY AND
NAVY. A Book for Boys. Illustrated by separate Plates and numerous
Woodcuts inserted in the Text.

Cloth, plain edges, 5^. ; gilt edges, 6s.

5. BEETON'S HERO SOLDIERS, SAILORS, & EXPLORERS.
Gymnastics, Telegraphy, Fire Arms, &c. 1,088 pages, with 50 full-page
Engravings on toned paper, and numerous Woodcuts.

Cloth, plain edges, 5$. ; gilt edges, 6s.

6. BEETON'S FAMOUS VOYAGES, BRIGAND ADVEN-
TURES, TALES OF THE BATTLE-FIELD, &c. Illustrated by sepa-
rate Plates and numerous Woodcuts inserted in the Text.

Just Ready, Uniform with the above, cloth, plain edges, 5s.
; gilt edges, 6s.

7 EEETON'S VICTORIOUS ENGLISH SEA STORIES,
TALES OF ENTERPRISE, and SCHOOL LIFE. Illustrated by sepa-
rate Plates and numerous Woodcuts inserted in the Text.

%kz fjmmg fpabits' library.

With Illustrations. Handsomely bound in cloth gilt, price is. 6d.

1. Sunshine and Rain; or,

Blanche Cleveland. By A. E.W.

2. Roses and Thorns ; or, Five
Tales of the Start in Life.

3. Bible Narratives ; or, Scrip-

ture Stories. By the Rev. Frede-
rick Calder, M.A.

4. Pleasure and Profit ; or, Les-
sons at Home. A Book for Boys
and Girls.

5. Country Pleasures ; or, The
Carterets. By A. E. R.

6. Stories of Courage and Prin-
ciple ; or, Fit to be a Duchess.
By Mrs. Gillespie Smyth.

7. Who are the Happy Ones ?
or, Home Sketches. By the Author
of "Quiet Thoughts for Quiet
Hours," &c.

8. The Progress of Character
;

or, Clififethorpe. By H. Power.

9. What can She Do? By
Rev. E. P. Roe.

Published by Ward, Lock, and Tyler.
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FOR THE PEOPLE OF GREAT BRITAIN AND IRELAND.

Tlie Cheapest and. Best Reference Books in the World.

Each Volume complete in itself, and containing from 512 to 590 Columns.
Price is. in strong cloth binding.

Beeton's British Gazetteer : A Topographical and Historical Guide

I

to the United Kingdom. Compiled from the Latest and Best Authorities. It

gives the most Recent Improvements in Cities and Towns ; states all the Railway
Stations in the Three. Kingdoms, the nearest Post Towns and Money Order Offices.

Beeton's British Biography : From the Earliest Times to the Acces-
K sion of George III.

/ ieeton's Modern Men and Women : A British Biography from the
I Accession of George III. to the Present Time.

Beeton's Bible Dictionary. A Cyclopaedia of the Geography, Bio-
graphy, Narratives, and Truths of Scripture.

Beeton's Classical Dictionary : A Cyclopaedia of Greek and Roman
Biography, Geography, Mythology, and Antiquities.

Beeton's Medical Dictionary. A Safe Guide for every Family, de-
fining with perfect plainness the Symptoms and Treatment of all Ailments, Ill-

nesses, and Diseases. 592 columns.

Beeton's Date Book. A British Chronology from the Earliest Re-
cords '^ the Present Day.

'Beeton's Dictionary of Commerce. A Book of Reference. Con-
taining an Account of the Natural Productions and Manufactures dealt with in the
Commercial World ; Explanations of the principal Terms used in, and modes of
transacting Business at Home and Abroad.

3eton's Modern European Celebrities. A Biography of Conti-
ental Men and Women of Note who have lived during the last Hundred Years,
- are now living.

iton's Ready Reckoner. A Business and Family Arithmetic.
ith all kinds of New Tables, and a variety of carefully digested Information,
ver before collected. Cloth, is.

Eton's Sixpenny Ready Reckoner. 96 pages.

Price One Shilling each.

.eton's Guide Book to the Stock Exchange and Money Market.
With Hints to Investors and the Chances of Speculators.

;>eeton's Investing Money with Safety and Profit.

Beeton's Complete Letter-Writer, for Ladies and Gentlemen.
I

Containing: The most approved Love Letters—Applications for Employment

—

f* Replies to Advertisements—Answers to Invitations—Requests to execute Com-
j

missions—and Letters respecting Domestic Affairs, Visits, and Education ; also

\
Brief Complimentary Notes—Forms for the Address, Commencement, and Con-

'] elusion of Letters, and useful Hints regarding Letter-Writing generally. 8vo, is.

Beeton's Complete Letter-Writer for Ladies. 6d.

Beeton's Complete Letter-Writer for Gentlemen. 6d.
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3§mrii00me Presentation Hotumes.

Now Ready, price ior. 6d., a New Volume by Henry Southgate, Author ofj
" Many Thoughts of Many Minds," " Musings About Men,'* &c.

Noble Thoughts in Noble Language: A Collection of Wise
Virtuous Utterances, in Prose and Verse, from the Writings of the Known KM
and the Great Unknown. With an Index of Authors. Compiled and Ar^lytia
Arranged by Henry Southgate, Author of " Many Thoughts of Many Mind..,
" Musings About Men," " Woman," &c. &c.

This Volume will especially recommend itself to those who can appreciate ai.t

value the best thoughts of our best writers.

Price One Guinea, exquisitely bound, clothgilt and gilt edges, the Best Books ever
j

produced in Colours, and eminently fitted for Presents.

The Fields and the Woodlands, Illustrated by Painter and Poe
Consisting of Twenty-four Pictures, printed in tl e highest sty^ ofChromograp
art, by Leighton Brothers. With Verses ©f character and beauty appropri.

to the Pictures. Printed on thick toned paper.

Price One Guinea, uniform with the above.

Pictorial Beauties of Nature. With Coloured Illustrations ^yi
Famous Artists. This magnificient book forms a Compa lion volume to "The
Fields and the Woodlands," and the splen did collection of Twenty-four Picture'

is unrivalled by anything ever brought together within the bounds of a sing 1

volume.

In One handsome Volume, cloth gilt, 15s. elegantly bound in bevelled board
gilt edges, puce 21.?.

Dalziel's Illustrated Arabian Nights' Entertainments. V
upwards of 200 Pictures drawn by J. E. Mili.ais, R.A., J. Tenniel, J
Watson, A. B. Houghton, G. J. Pinwell, and T. Dalziel, together-

Initial Letters, Ornamental Borders, &c, engraved by the Brothers Dalziel

Beautifully bound in cloth gilt, price js. 6d. ; in bevelled boards, gilt edges ,

price 10s. 6d. ; in morocco, price 21s. >i

Dalziel's Illustrated Goldsmith. Comprising "The Vicar of W; I
held," "The Traveller," " The Deserted Village," *' The Haunch of Venisc1*)
" The Captivity : an Oratorio." "Retaliation," "Miscellaneous Poems," " Tfi

Good-Natured Man," "She Stoops to Conquer," and a Sketch of the Life o

Oliver Goldsmith by H. W. Dulcken, Ph.D. With 100 Pictures, drawn by G.

J. Pinwell, engraved by the Brothers Dalziel.

Handsomely bound in cloth, gilt sides and edges, price 21.S.

Old English Ballads. Illustrated with 50 Engravings from Drawing
.

by John Gilbert, Birket Foster, Frederick Tayler, Joseph Nash, Georgl-
Thomas, John Franklin, and other eminent Artists.

Fcap. 4to, cloth, gilt side, back, and edges, price 21s.

Christmas with the Poets. A Collection of Songs, Carols, anc
Descriptive Verses relating to the Festivals of Christmas, from the Anglo-Norma-
Period to the Present Time. Embellished with 53 Tinted Illustrations by Birke
Foster. With Initial Letters and other Ornaments printed in Gold, and wit-

j

Frontispiece in Colours.

Published by Ward, Lock, and Tyler.
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